
A Look. At 

1G/C; tHE GAfHERinG—IcE AGE 
img a fold'out map of the Ice Age continent 

t 1 ' s Jp. v v 

IDE fO V f 
re: The GAtHERiriG — 
rJh EDition , 

m, what’s out, aruj why , 

lit ^ i 4 , 

U 

w to Build \ % p 
ouRnAraEnT-LEv^L p 


on Type l, Type 11, and 
.'Deck Construction 




Also featuring 

HIagic: The Accessories 

'a a review of TCG support products 


g Carp Gaide 1/pdaTes 

including reviews of Wyvern 


TM 

ru 


and Blood Wars 


Carp ConiBinAfions Arm 
OFjFfciAL Carp List 
iu\ f 4. )fok Fourth EDition 

m V” .< ’ 'w i s' Si , S J &j 

RiCHARP GAKfiELiy 

n niEtAGAfflES 



m-> -7 

I 


FEAtVRjnG tHE ARj OF LiZ DAnFORjH 

IncLVDinG prevIew carps from Ice Age aiid Rage 


US $3.95/CANADA $5.50 

VOLUME 2 ISSUE 2 

0 2 


07500 



7 %2818 

























The battle begins 





In the frozen wilderness of the Ice Age, 
you will face powerful wizards, 
battle savage beasts, 
and encounter heroic warriors. 

Ice Age" is on all-new environment that can be played as a stand-alone 
trading card game or as an expansion for Magic: The Gathering’ - . 


60-card starter deck $7.95 • 15-card booster pack $2.45 • Summer '95 































SECOND EDITION 





The Tactical Command Series card game of WWII tactical combat. 




Town by town, bridge by bridge, the war in Europe rages on. Axis or Allies, stack your decks with 
Infantry Artillery, Armor, Supply, Tactical ^^aneuvers, and much, much more. You choose both 
force and strategy as you create Echelons of Fury. Also, look for Second Edition Echelons of Fire. 

Eckeloti of Firj 65 card starter decks $8.95 #0300 
15 card booster packs $3.00 #0301 


943S N. Saybrook Ste. 2S7 • Fresno, Ca 93750 •_ 
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As sunset creeps across A1 Amarja, sinister shadows steal forth from the encroaching 
darkness. Nightfall brings malevolence to the island — hideous acts and diabolical 
' ‘ 5 waiting to hatch in the dark, twisting alleys and dead-end streets of (lie Edge. 
Here on A1 Amarja, the struggle for control is waged by simp le forex s. 
■ and exploited, these hopeless minions unwittingly serve higher forces, 
1 lives expendable, their actions those of pawns engaged in a deadly chess match 
i game is one of consummate deception, a game with stakes more monumental 
i the meager lives of its contenders. But the arrogance of power conceals its own 
u " . The real power behind the throne often lurks cloaked in shadows. 
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Variations On A Theme 

Inevitably , every issue of the magazine has a 
theme. Not an overall kx)k, or an editorial 
bent, though you'll notice those: most of the art 
has an Ice Age feel to it, and many of the arti¬ 
cles in this issue focus cm the changing environ¬ 
ment of Magic —the new card mix , a new land 
of expansion, the new tournament firrms, cicn 
the new media which the game has penetrated. 
No, the theme is something entirely undeliber¬ 
ate: an idea, an image, even a word, that keeps 
cropping up; the confluence of seemingly ran¬ 
dom events that all point in some direction. 

The theme struck me when I was looking 
through the List issue of Pyramid, in which 
Scott l luring spoke eloquently of mission state¬ 
ments, and the mission of the magazine. In her 
interview, Liz Danforth says something similar; 
she mentions King inspired by Wizards of the 
Coast's mission statement on display at 
( umOm last year. “Lead our chosen indus¬ 
tries," said that banner; “Set standards for 
integrity and quality." And it occurred to me 
1 that this is what we, in our fifth issue, are 
wrestling with more than anything else. To stay 
cm target. To figure out what that target should 
be. The Duelist's mission is this: to educate, 
entertain, and expand the’ world community of 
Deckmaster players. We invite you to keep 
telling us how well we are living up to it. 
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How To Tune A Sealed Deck 

Mark Rosewater helps you turn an unopened 
starter and some boosters into a 
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Magic: The Gathering and collectable card 
games have become a phenomenal hit, and 
The Duelist has become the genre’s sponsor 
magazine!...! first purchased The Duelist on a 
whim and have Knight every issue since. The 
artwork and layout of the magazine impressed 
me greatly. 1 thought that the background art 
was particularly well done. I must also compli¬ 
ment Phil Foglio on his incredibly humorous 
comic strip. 

Thanks for noticing! As a publication of 
Wizards of the Coast , The Duelist is striv- 
mg to set a new standard for art and the 
treatment of artists in the gaming industry. 
(Oh, and we'll he sure to tell Phil that you 
liked “Phil and Dixie.”) 

Just by hx>king through the pages one couli 
tell a lot of effort had gone into porting 
the magazine together. What Ux>k me by 
surprise was the fact that when a new issue 
came out I became even more impressed by 
how much the magazine had improved in 
format, length, and style since its last issue. 

I must commend you on your excellent 
work so far. 

( Thanks— we’ve heard this remark from 
many people, and appreciate it. The entire 
Duelist team puts a lot of effort into mak¬ 
ing every issue of the magazine better tlum 
the last, and we’ll continue to do so. 

Despite its already astounding layout, 1 do 
have a few suggestions. A slew of new 
collectable card games have appeared on 
the market as a result of Magics success. 

Some look interesting and some l<x>k 
almost too complicated. I believe that a rat' 
ings or review system, perhaps done by 
some outside source, would help the con- 
sumer decide which might be worth his or 
her time. I think another good idea would 
he a letters page so others can express their 
opinions and ideas about the magazine. 

— Sean Frost, San Luis Obispo, CA 


Funny you should mention that...we’ve 
long admired the letters sections in Scrye 
and other magazines, and we’ve found let¬ 
ters and e-mail from our readers to he 
a great source encouragement and criticism. 

’ We’re starting off small in this issue, hut 
ue’U expand this section if the volume 
of mail warrants it. In our efforts to report 
• on developments in the trading card game 
industry , uv’rc also trying to include more 
reviews of promising TCGs. Duelist *4 
contained a review of 1NWO. and this issue 
features reviews of both Wyvem '"and 
Blood Wars™. 


...As a card collector, I like to he informed 
on how much a card is worth. I believe many 
collectors would agree that a price guide 
section for Magic: The Gathering cards would 
be a great asset. I understand that due to 
supply■'and-demand the value of a card might 
rise or fall, but having an estimated value for 
a card is important. This allows both the 
consumer and the customer to know how 
much they’re getting for a card. If its too 


difficult to keep a consistent and accurate price 
guide for cards in The Duelist, then the prices 
should he printed separately.... Not only would 
this be a great asset for your company, hut it 
would also meet the demands and needs of 
many customers and distributors. 

— Gregory Underhill, Irvine, CA 
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Many people have asked us why Wizards of 
the C(xist does not publish a price guide for 
Magic cards, either in Tire Duelist or else¬ 
where. While we understand the concerns of 
collectors, ue feel it is inapprotrriate (not to 
mention illegal) for Wizards of the Coast to 
comment on the secondary-market value of 
the cards thiit it makes. There are several 
excellent independent publications that 
specialize in card collecting and pricing 
information for trading card games. 


As a Convocation member, 1 am annoyed that 
I got my copy of Duelist #4 a full week after 
loeal retail stores had it. Since I already have a 
subscription [through the DC], I didn’t want to 
buy a duplicate copy just to try to beat the non' 
members who already had their copies.... Not 
only did this put me behind on the latest news, 
but my chance of being one of the lucky first 
.-00 respondents is nil, even though I mailed 
my response the day after I received my issue. 


The last issue of The Duelist u-os a shift- 
ping nightmare , and we apoktgize for the 
mc<mvenience this caused our readers. 
Difficulties in the shipping process at the 
frrinter, combined with a miscommunicatum 
with the post office , resulted in many retail¬ 
ers arid subscribers receiving their copies 
days or weeks after they were available in 
other stores. In addition, frroblems with the 
process used to insert the Illuminati: New- 
World Order and On The Edge pre¬ 
view cards residted in the (mission of these 
cards frirni some magazines. As a result of 
these problems , we are now using a differ¬ 
ent method for inserting cards. and are 
working closely with our printer to guaran¬ 
tee timely shipping of the magazirie to DC 
members, subscribers, and other readers. 


...On a completely different topic, Tom 
Wylie’s discussion of timing in “Murk 
Dwellers” has completely confused me. J 
thought I had a reasonable grasp of the 
mechanics of the game and timing 
considerations, but the Summon Renal ish 
Hero/Lightning Bolt/Holy Armor example 
contradicts nu>st of what I thought I knew 
about the mles of Magic. 

First, the concept that Enchantment and 
Sorcery spells resolve us quickly as fast effects 
is something I had never heard before. Also 
the “nile” that the active player gets to go 
“first” when playing effects is new' to me. 

Did I really miss these points in the Pocket 
Players’ Guide! Or did they come from 
somewhere else? 

...I am concerned about these rulings 
because they do not seem to he in line with 
the way I have seen Magic played, even in 
sanctioned tournaments. If they are to be 
official rulings, I think you ought to update 
the Pocket Players’ Guide to give crisp defini- 
rions of “response” and “fast effect,” as w-ell as 
a lot more examples of timing considerations. 

—Bob Rasch, San Jose, CA 


Months after the publication of the original 
“House Rules” article in Duelist ~3, we 
are still receivirig mail from confused and 
frustrated readers who have tried to make 
sense of the Benalish Hero/Prodigal 
Sorcerer/Holy Armor quandary. Tom 
Wylie, who works with both The Duelist 
and with WotC’s rules and design teams, 
tried to give a more detailed expiaruitum in 
Murk Dwellers” m Duelist *4. but the 
rruiil hues kept coming. 

A new lersum of the Pocket Players’ 
Guide will appear in early fall and will deal 
with these confusing timing issues m a more 
straightforward way. In the meantime, Tom 
has put together an even more detailed, 
step-by-step discussion of why the Hero 
lives, including crisp definitions of 
resfxmse ’ and “fast effect.” If you would 
like to receive a copy of Tom’s expLmatUm, 
send a self-addressed, stamped envelope to 
Long Live the Hero,” do Term Wylie. 

The Duelist, P.O. Box 707, Renton, 

WA, 9 8057-0707. 


Background by Amy Weberj 
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QSC 

The Gathering 


Fourth Edition 


by Jim Lin 


“AaaghU You took Clone out of Magic ™—how could you do that! 
That nos my favorite card! What were you thinking? You put Ashes 
to Ashes into Fourth Edition ™—what kind of idiots are you? 

That card sucks!” 

Hopefully WotC Customer Service hasn’t received too many 
calk like that. But now that the new card mix for Magic: The 
Gathering™ has been released, a lot of people want to know 
exactly why we took certain cards out and how we chose the 
cards that were put in. While this article may not be able to 
answer all your questions about the new card mix, it should 
explain why certain cards were removed or added, and offer some 
insight into the directions we want to take Magic in the future. 

A Brief History of the Rotations 


First, a little history. When Magic first came out, we didn’t realize 
what an amazing success it would be, or how much time and 
money people would be willing to spend on the game. This led to 
some design flaws; namely, we assumed that a card couldn’t break 
the game if it were rare, because no one would be able to get too 
many. (Anyone who plays or collects Magic now knows that 
this isn’t true!) 


Also, the original Magic playtesting wasn’t as professional or as 
complete as our playtesting is now. When we playtested the 
original game, each playtester got a deck or two of cards, and 
then traded As a result, there were some mistakes that weren’t 
found, even among the common cards, because it was really hard 
in that limited an environment to collect, say, forty Sinkholes, 
and build a deck around them. But once Magic was released, 
there were thousands of players doing just that—devoting their 
energies to building the most powerful decks possible. These days, 
when we playtest new Magic cards, we take the players approach: 
“test to destruction.” We take as many copies of a card as we 
want (using proxy cards, usually) and attempt to make 
ridiculously nasty decks with them. 


The efforts of the players and playtesters to 
push the game to its limits have shown us 
that the game environment is still pretty far 
from the ideal. We hope to create an envi¬ 
ronment in which players can play with as 
many of any card as they want, and in which 
certain cards don’t dominate the game. 
We’ve done a lot to fix that; for example, 
we developed the Duelists’ Convocation 
tournament restrictions so that Magic 
tournaments wouldn’t degenerate into a 
battle between first-tum-kill decks, where 
the winner is decided by a coin toss. We’ve also developed the 
Type II tournament format, which limits players to cards in the 
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basic set and most recent expansions, allowing them to compete 
with veterans on a relatively even playing field. We feel that this 
format is closer to the ideal Magic environment, because it gives 
players the chance to use cards designed with a better under¬ 
standing of how the game would be played. 

The “rotations” are an integral part of our strategy to move 
toward this environment. By rotating weak or overpowered 
cards out of the basic set, we make the base environment more 
balanced. For example, in the rotation from Unlimited (or second 
edition) to Revised (or third edition), we removed cards that were 
clearly overpowered, like the Moxes, Black Lotus, and Time 
Walk. The changes from Revised to Fourth Edition continue this 

■ effort, while still letting players discover 

some pretty useful cards and combinations. 

Even if we felt that the power level of the 
cards in the basic set were perfect, however, 
we would still change the mix. Rotations 
give us a chance to add flavor and freshness 
to the environment by adding cards from 
expansions. Although we do our best to 
playtest the cards beforehand, the release of 
an expansion is in some ways its final 
playtest; after all, what better test can there 
be than letting the whole Magic community experiment with 
them? After an expansion has been played with a while, we have 
a good idea whether the card is in the correct power range or not, 
and how much players like it. If we think the card is in the right 
power level, and adds fun or spice to the game, we are very likely 
to “promote” it (add it to the basic set) just to keep the game new. 

You Lose Some— 

Many of the cards that were removed from Fourth Edition were 
removed because we felt they were too powerful. There are sever¬ 
al different ways in which a card can be too powerful. (In the list 
of card substitutions which follows, any card that was removed for 
any of these reasons is marked as “strong.”) The most obvious 
type are the “degenerate” cards, those which have such a radical 
effect on the game for their cost that they give a player too much 
of an advantage. These are the cards that are commonly on the 
Duelists’ Convocation’s Restricted and Banned lists. Such cards 
make the game environment much less fun; 
with the right number of them in your deck, 
you can win the game before your opponent 
even has a chance to take a turn. Wheel of 
Fortune is an example of a card that was 
removed from Fourth Edition for this reason. 

One key element of a good trading card 
game is having cards that are not easy to 
rank; a lot of the fun of the game is figuring 
out which cards are good to use and which 
are bad to use. Thus, a card is also consid¬ 
ered too powerful when it is clearly better 
than another. For example, Granite Gargoyle has the same cost 
as Grey Ogre, but its flying ability and toughness enhancements 
make the Gargoyle obviously more powerful. Granite Gargoyle 
was clearly “underpriced” for its abilities, so it was removed while 
Grey Ogre, which has about the right cost, stayed in. We tried to 
remove most cards that were directly comparable to, and clearly 
better than, other cards in the set. (This is a slow process—there 
are still a few in the set that are pretty strong for their price!) 

Finally, there are some cards which don’t really give you the 
opportunity to win on the first turn or anything like that, and 
aren’t strictly better than any other card in the set, but which we 
still feel are “too powerful” at some level of play. To determine 

Backgrounds by Drew Tucker 
Illustrations by Drew Tucker, Mark Tedin, and Amy Weber 





















whether a card falls into this category, we look at how the 
performance of a card changes with the game environment/level 
of play. (A broader game environment usually indicates a higher 
level of play, because there are more cards available for building 
powerful decks.) A few cards, like basic lands, perform at nearly 
the same level in all environments: at all levels of play you need 
to have mana, so you need to have land. The performance of 
most cards, however, varies with the size of the game environ- 
ment; a card that is extremely powerful in some environments 
can be relatively weak in others. This helps to balance the 
overall power of the card. 

Take Craw Wurm, for example. In a small environment—say a 
league where everyone is playing with one deck 
and one booster pack—Craw Wurm is a really 
good card because it is a really big creature for a 
reasonable price. At higher levels of play, 
however, where speed is of the essence, 

Craw Wurm is pretty uninteresting; it is 
too expensive to get out early, and it doesn’t have 
any of the really nifty creature abilities, like flying, 
that make it likely to actually damage 
your opponent. Thus, in environments where 
players have more freedom to construct their 
decks, Craw Wurm is probably actually ranked 
below basic land in terms of usefulness. 

Now consider the ‘"multi-lands.” These also perform at a 
roughly equal level in most environments, but their performance 
in almost every instance is higher than the basic lands. As we 
pointed out before, cards which are strictly better than others are 
a problem. Juggernaut is an example of a card which is moderate¬ 
ly useful in an unlimited environment, but which is overwhelm¬ 
ingly powerful in a league or other limited environment. This 
card represents too much of a random swing at lower levels of 
play, where you’ve basically lost the game if your opponent gets 
Juggernaut early in his draw. 

At the same time, we don’t want Magic cluttered up with useless 
cards, either. While we love to put in a few “sucker cards” (cards 
that people are really excited to play with...at first), in general 
we want all of the cards in the basic set to be pretty decent to 
play with. Similarly, we want cards to work well with other cards 
in the set. For example, we realized that there were too many 
common cards that affected artifacts in Revised It is really 
annoying to get huge piles of Atogs without very many artifacts 
to feed to Atog. These cards arc simply the wrong commonality 
or not generally applicable enough to be interesting. In the list of 
cards removed, these cards are marked as “weak/narrow.” 

In a few cases, we felt that a card from an expansion did 
something very similar to a card in Revised, and that the card in 
Revised was less interesting than the expansion card. Some of 
these substitutions were made strictly for the sake of variety; we 
would remove one card and swap in another that was almost 
identical, so that people playing with the 
basic set could enjoy new cards and new art. 
The cards that were removed for this reason 
are listed as “boring.” 

Another thing we didn’t expect was Magic’s 
success outside the adventure game and 
hobby market. To make the game more 
appropriate for this younger and more 
diverse audience, we decided to alter the 
card mix so that it didn’t contain images 
that were too disturbing or offensive. Cards 
that are marked as “art/name” were removed 
because we felt that either the art, the name, or both were inap¬ 
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propriate for some players. The one exception to this was Unholy 
Strength—this card remained in the set and the art was altered 
by the artist. 

Finally, we have found that some cards are simply too confus¬ 
ing—when the list of rulings, explanations, and errata about 
Clone is ten pages long and constantly being altered and updated, 
there must be a serious problem with the card! Those cards have 
also been dropped, since it isn’t fun to have to call WotC 
Customer Service in order to play with a certain card. These 
cards are marked as “mystifier.” 

•.♦You Win Some 

a little more difficult to say exactly how we picked the 
cards that were put in, since there were so many cards added to 
the set. Why? Well, for Fourth Edition , we decided to 
make basic land available in starter decks but not in 
booster packs. To do this, we had to create a special all¬ 
land “press sheet.” (When Magic cards are printed, 121 
cards appear on each sheet that goes through the press¬ 
es.) Moving all the land to this sheet left us with an 
additional 72 slots on the common and uncommon 
sheets that we had to fill. So, while we removed 50, we 
ended up adding 122 new cards to the basic set. 

Almost all of the new cards were chosen from previous 
expansions: Arabian Nigfxts™, Antiquities ™, Legends ™, 
or The Dark™. At the time Fourth Edition was printed, Fallen 
Empires ™ was still widely available, so cards from that set weren’t 
included in this rotation. A few were brought back from the 
original Magic: The Gathering set; the ever-popular Twiddle is 
one of these. 

Obviously, the same considerations we used to remove cards 
governed our choices about what to add to 
the set. Any cards that we felt were too pow¬ 
erful, too confusing, or that would otherwise 
unbalance the Type II tournament environ¬ 
ment were not considered for “promotion.” 

Similarly, we didn’t want to add any cards 
that people who knew anything about Magic 
wouldn’t consider using in a deck. We did 
promote a few cards that we realize are weak, 
but most people seem to love them for some 
reason. I’d give you an example, but I would¬ 
n’t want to spoil the fun! 

We also had a few other criteria. In general, we tried to avoid any 
really complicated cards, since these cards appear in starter decks, 
which is the way most new players learn the game. For example, 
while cards that require tokens or counters can add a lot of 
subriety and enjoyment to the expansions, they can also be 
difficult for beginning players to cope with. Therefore, we tried 
to limit the number of these cards, and didn’t promote any cards 
that required tokens or counters unless we really thought they 
were great for the environment. Additionally, we always try to 
balance the colors; thus, if we promoted a white card that 
hosed black, we also promoted a black card that hosed white. 
or ex ample, Abomination is a black card that destroys white and 
green creatures. To balance this, we promoted Whirling Dervish 

p^^aUz^g blackf Ct ^° n ^ bla ° k) 311(1 Angry Mob (white 

generalities. Here is the list of the cards removed 
and added by color and commonality. For each of the cards 
removed, the reason is listed. For each of the cards added, a code 

WiXf C An h A e the card came from (UN- Unlimited, AN-Arabian 
Nights, AQ^Anaquittes, LE-Legends, DK=T/u> Dark). 

Illustrations by Harold McNeill, 
on Spencer, Quinton Hoover, and Rob Alexander 
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Fourth Edition Card Substitutions 


BUCK 

{OUT) 

Ossa& 

Lsaaafii 

Sesiag tap (artyname) 
SjcrA^itrt/name) 
DctwBic Tutor (itrong) 


OKkjactiart/namc) 

Dewac Attorney 
;«ris»e) 

Ifeaonic Honks (ait/name) 
CocsmctttocnBdow 
iirt/name) 

OK) 

G*wgL' 

Crckpean Mummy (LB) 
Lc*tSoui (LE) 

PitScorpioQ (LE) 

\kapoe Beas (LE) 

Bcfiaif (DK) 
UnhCfcOX) 
MakDrefieo (DK) 

WoH of Binding (IX) 


Uncommon: 

Rqirowth (strong) 

BflttL 

Fastbond (weak/nanow) 
Kudai (weak/narrow) 

m 

Common: 

Corkwood Boors (LE) 
Pradesh Gypriea (LE) 
Omnivorous Plants (IX) 
Land Leeches (DK) 
Marsh Viper (DK) 
Venom (DK) 

Na6 Asp (AN) 
Sandstorm (AN) 

Uncommon: 

Elven Riders (LE) 

Killer Bees (LE) 

Radjan Spirit (LE) 
Untamed Wilds (LE) 
Whirling Dervish (LE) 
Winter Blast (LE) 

Rare: 

Rebirth (LE) 

Sylvan Library (LE) 


Rare: 

Farmstead (weak/narrow) 
Veteran Bodyguard 
(mystifier) 

UN) 

Common: 

Alabaster Potion (LE) 
Amrou Kithldn (LE) 
Fortified Area (LE) 

Seeker (LE) 

Tundra Wolves (LE) 
Brainwash (DK) 

Morale (DK) 

Pikcmen (DK) 

Piety (AN) 

Uncommon: 

Divine Transformation (LE) 
Kismet (LE) 

Osai Vultures (LE) 

Spirit Link (LE) 

Visions (LE) 

Angry Mob (DK) 

CoP: Artifacts (AQ) 

Rare: 

Elder Land Wurm (LE) 
Land Tax (LE) 


f VnanivR: 
AKxainancn (LE) 
BbghtlLE) 

Canton Ants (LE) 
Spine Shackle (L£) 
Afoes to AAes (DK) 
lkdekf»(DK) 
Jaoun Street (AN) 


Coraaic Horror (LE) 
Greed (LE) 

Rag Man (DK) 
XerxPokergeiit(AQ) 


BLUE 

{cm 

Qm bl 

Recowtruction 

(weak/narrow) 

Ltoowaon: 

Gone (mjstifier) 

Mi 

Brasngener (strong) 

Ccpt Artifact (myscifier) 
Settndi Efreet (strong) 
VrerranDoppeiganger 
^isafier) 

(IN) 

CflWH 

Energy lap (LE) 

Geaecwi Form (LE) 
ZephjrFalwn (LE) 
Apprentice Whard (DK) 
&ohod(DK) 

Flood (DK) 
SwhmCkf(DK) 

Grant Tortoise (AN) 
Twiddle (UH) 

UsssaoL 

Backfired*) 

Segovire Lenathan (LE) 
Ghost Ship (DK) 

MbJ Bomb (DK) 

Sndbad(AN) 


Pwnic Entity (LE) 
RehcBad(LE) 

Time Elemental (LE) 
Lenathan(DK) 


GREEN 

(cm 

Qsasoi 

none 


RED 

(OUT) 

Common: 

Kird Ape (strong) 

Acog (weak/narrow) 
Earthbind (art/name) 

UxmuaL 

Sh a ttmt oc m (boring) 
Dwarven Weaponsmith 
(weaUnatTow) 


ARTIFACTS/LANDS 

(OUT) 

Common: 

none 

Ltongnra; 

Basalt Monolith (mystifier) 
Juggernaut (strong) 

Living Wall (art/name) 

Sol Ring (strong) 


Rune: 

Fork (mystifier) 

Granite Gargoyle (strong) 
Roc of Kher Ridges (strong) 
Rock Hydra (mystifier) 
Sedge Troll (strong) 

Wheel of Fortune (strong) 
Mijae Djinn (strong) 

(IN) 

Common: 

Blood Lutf (LE) 

The Brute (LE) 

Eternal Warrior (LE) 

Giant Strength (LE) 
Immolation (LE) 

Brothers of Fire (DK) 
Fissure (DK) 

Goblin Rock Skd(DK) 
Sisters of the Flame (DK) 
Bird Maiden (AN) 

Irondaw Ores (UN) 


Rare: 

Badlands (strong) 

Bayou (strong) 

Plateau (strong) 

Savannah (strong) 
Scrubland (strong) 

Taiga (strong) 

Tropical Island (strong) 
Tundra (strong) 
Underground Sea (strong) 
Volcanic Island (strong) 
Rocket Launcher (strong) 
Jandor’s Ring (weak/narrow) 

(IN) 

Common: 

Amulet of Kroog (AQ) 
Battering Ram (AQ) 

Clay Statue (AQ) 
Grapeshot Catapult (AQ) 
Wall of Spears (AQ) 

Yotian Soldier (AQ) 


Pyrotechnics (LE) 
Wall of Dust (LE) 
Cave People (DK) 
AH Baba (AN) 
Detonate (AQ) 


Crimson Manticore (LE) 
Tempest Efieet (LE) 
Winds of Change (LE) 
Ball Lightning (IX) 
Inferno (DK) 

Mana Clash (DK) 

Hurr Jackal (AN) 


WHITE 

(OUT) 

Common: 

Guardian Angel (boring) 

I Wnmmon: 

Reverse Polarity 
(weak/narrow) 

Lance (weak/narrow) 
Resurrection (art/name) 


Diabolic Machine (DK) 
Feltwar Scone (DK) 
Ashnod’s Bertie Gear (AQ) 
Cursed Rack (AQ) 

Mishras Factory (AQ) 
Shapeshifter (AQ) 

Strip Mine (AQ) 

Tawnos’s Wand (AQ) 
Tawnos’s Weaponry (AQ) 
Oasis (AN) 


Black Mana Battery (LE) 
Blue Mana Battery (LE) 
Green Mana Battery (LE) 
Red Mana Buttery (LE) 
White Mana Battery (LE) 
Brorae Tablet (AQ) 
Clockwork Avian (AQ) 
Colossus of Sardia (AQ) 
Coral Helm (AQ) 
Tetravus (AQ) 

Triskelion (AQ) 

Una’s Avenger (AQ) 


The New Card Wordings 



At the same time we changed the card mix, 
we also changed the text on most of the 
cards. Cards from previous expansions, as 
well as many cards from the basic set, were 
reworded to make them clearer. While 
most of the cards in Fourth Edition work 
just as they did in Revised or their original 
expansion, some of the cards have slight or 
significant changes to the way they function 
in the game. (Following this article is a 
chart which lists the cards which now play 
differently, and summarizes the effects of 
the new wording.) 

We had several purposes in rewording the cards. First, we tried 
to standardize the wording. We have found that people were con¬ 
fused or misled when two different cards that did nearly the same 
thing weren’t worded the same way. As a result, in Fourth Edition f 
as in Fallen Empires , we have tried to make sure that Magic cards 
that do similar things are worded similarly. For example, in Fourth 
Edition , “discard” always means discarding a card from your hand, 
and “destroy” is the only term used to mean sending something 
in play to the graveyard with the possibility of regeneration. 

Thus, the Fourth Edition Tranquility reads, “Destroy all enchant¬ 
ments” instead of “All enchantments in play must be discarded.” 

We’ve tried to write all cards with an “activation cost” (the cost 
required to generate the special effects of many permanents) in 
the same format: [cost]: {effect}, and have added activation costs 
to some cards. This reformatting makes it easier to recognize the 
cards which have activation costs, and it also affects the function 
of some of these cards. For example, while the Antiquities version 
of Triskelion could only have one counter removed at a time, the 
Fourth Edition Triskelion now has an activation cost to remove a 
counter, so it can do multiple points of damage to a single target 
in one activation. (See the Fourth Edition rulebook for more 
information on activation costs and how they work.) 

In changing the card text, we also tried to respond to frequent 
questions about the rules. Our customer service representatives 
receive numerous questions on three subjects in particular: the 
targeting of spells, the duration of fast effects, and the source of 
damage from various spells. To clear up these areas of confusion, 
any card in Fourth Edition that targets nas the word “target” on it 
somewhere. (The exception to this are spells that prevent or 
redirect damage, which proved to be extremely difficult to reword 
properly.) If you have a Fourth Edition card that doesn’t say 

“target,” and it doesn’t prevent or redirect 
damage, you have a pretty strong indication 
that it does not require a target. Fourth 
Edition cards also indicate how long an 
effect lasts (“until end of turn,” for 
example). Finally, whenever a Fourth Edition 
card deals damage, the text spells out very 
clearly what the source of damage is. 

The rewordings were also an attempt to 
make the cards more multi-player-friendly. 
Although Magic is primarily a two-player 
game, many players enjoy adapting the game to larger groups. To 
assist in this, we have tried to make all of the Fourth Edition cards 
more easily interpreted for multi-player games. 



The Best of Intentions* 


Unfortunately, we already know that a few of the new wordings 
may cause some confusion. A set of wordings to watch out for are 
enchantments (specifically, enchantments cast on a permanent) 
that have only a power and an activation cost on them, such as 

Illustrations by Jesper Myrfors and Amy Weber 
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Regeneration. In Fourth Edition , Regeneration reads: 

Regenerate target creature Regeneration enchants.” We chose 
this wording to indicate that Regeneration targets the creature 
it enchants when it is cast, and to reinforce the idea that the 
words “target creature” on creature enchantments always refer 
to the creature being enchanted. Unfortunately, we later realized 
that the Fourth Edition wording of Regeneration could be 
misinterpreted to mean that it re-targets the creature every time 
the enchantment is activated. This is not true; Regeneration 
(and similar cards) only targets a creature when the enchantment 
is cast. After the spell is cast, activating Regeneration does not 
target the creature. 

The new Fourth Edition wordings should make the game easier 
to play and understand, and should allow less room for “rules 
lawyers” to find obscure loopholes in cards. As always, we’ll 
keep trying to improve the wordings with each expansion and 
each new edition. 


Functionally Different Cards 
in Fourth Edition 


Aladdin'* Lamp no longer allows X to be 
0. The Revised and Arabian Nights ver¬ 
sions of Aladdin's Lamp allowed XtobeO. 

Amulet of Kroog no longer targets 
the creature or player being damaged. 
The Antiquities version stated that 
Amulet of Kroog targeted the creature or 
player receiving damage, not the damage 
being dealt. 

The Fourth Edition text of Balance has 
errata: Players should equalize cards in 
hand by discarding, not by sacrificing. 

Ball Lightning is now buried at the 
end of any turn. The Dark version stat¬ 
ed that the card was only buried at die 
end of the turn it was summoned. 

Battering Ram now destroys walls 
that block it at the end of combat. 

The Antiquities version implied that 
walls blocking Battering Ram were 
destroyed during damage dealing. 

Black Vise now targets an opponent 
and deals damage at the end of that 
player’s upkeep. Previous versions stated 
that Black Vise effected u opponent”; 
thus, m a two-player game, stealing it 
would change who it effected. Also, 

Black Vise effected opponent "during” 
upkeep instead of at “end of* upkeep. 

The protection granted by Black 
Ward now cannot destroy Black 
Ward. Previous versions of Black Ward 
would destroy themselves if made black. 

Blood Lust now only affects one crea¬ 
ture. The Legends version could be reed 
to mean that it affected multiple creatures. 

Blue Elemental Blast can now target 
all red permanents, including tokens. 
Previous versions stated that Blue 
Elemental Blast could only target red 
spells being cast or red cards in play. 


The protection granted by Blue Ward 
now cannot destroy Blue Ward. 
Previous versions of Blue Ward would 
destroy themselves if made blue. 

Bottle of Suleiman now sacrifices 
itself as it is used. The Arabian Nights 
and Revised versions stated that Bottle 
of Suleiman was discarded when the 
effect resolved. 

Controller can now pay to untap Brass 
Man during his or her upkeep phase; 
also. Brass Man has an activation cost 
to untap. The Arabian Nights version 
stated that Brass M an could be untapped 
during the untap phase; also, the Arabian 
Nights and Revised versions of Brass 
Man did not have an actuation cost. 

Fourth Edition has errata: Bronze 
Tablet should only target cards in 
play, not any card opponent owns. 

Chaoalace can now target any perma¬ 
nent in play, including tokens, but 
cannot target lands as they are being 
played. Previous versions of Chaoslace 
could only target cards ; this included tar¬ 
geting kinds as they were being played. 

Clockwork Avian now loses counters 
at the end of combat; also, there is an 
activation cost to obtain more coun¬ 
ters. The Antiquities version stated that 
Clockwork Avian lost counters when 
declared as an attacker or blocker; also, 
there was no activation cost to obtain 
more counters. 

Clockwork Beast now loses counters 
at the end of combat; also, there is an 
activation cost to obtain more coun¬ 
ters. Previous versions stated that 
Clockwork Beast lost counters when 
declared as an attacker or blocker; also, 
there was no activation cost to obtain 
more counters. 

Creatures blocking or blocked by 
Cockatrice are now destroyed at the 


end of combat. Also, Cockatrice now 
cannot destroy attacking walls that it 
blocks. Previous versions implied that 
creatures blocking or blocked by 
Cockatrice were destroyed during damage 
dealing. Also, previous versions 
destroyed attacking walls. 

Colossus now has an activation cost 
to untap. The Antiquities version did 
not include an activation cost. 

Conservator now only prevents dam¬ 
age, and only prevents damage dealt 
to controller. Previous versions stated 
that Conservator prevented both damage 
and loss of life, and could be used to help 
any player. 

Coral Helm can now be activated if 
the controller has no cards in hand 
(although the controller does not 
benefit from the effect of Coral Helm 
unless a card is discarded). The 
Antiquities version did not allow Coral 
Helm to be activated when the controller 
had no cards m hand. 

Crystal Rod now can be used to gain 
life later in the same turn that a blue 
spell was cast. Previous versions implied 
that Crystal Rod could only be used 
immediately after a spell was cast. 

Cursed Rack now targets an oppo¬ 
nent. The Antiquities version stated 
that Cursed Rack effected “opponent;” 
thus, m a two-player game, stealing it 
would change who it affected. 

Deathlace can now target any perma¬ 
nent in play, including tokens, but 
cannot target lands as they are being 
played. Previous versions of Deathlace 
could only target cards; this included tar¬ 
geting lands as they were being played. 

Desert Twister can now target any 
permanent. The Arabian Nights and 
Revised versions stated that Desert 
Twister could only target cards m play. 

A creature targeted by Disintegrate 
now cannot regenerate that turn. 
However, the creature is now not 
removed from the game by effects that 
destroy or bury it. The Revised version 
stated that the target creature was not 
prevented from regenerating. Also, previ¬ 
ous versions stated that the creature was 
removed from the game regardless of why 
it was sent to the graveyard. 

Disrupting Scepter can now target any 
player Pn-iious versions stated that Disrupting 
Scepter could cniy effect opponent. 

Drain Life no longer allows caster to 
gain more life than the life of the 
player Drain Life damages. Previous 
versions of Dram Life allowed this. 

Drain Power can now target any 
player. Previous versions stated that 
Dram Power could only affect opponent. 

Ebony Horse now untaps the target 
creature; this creature now neither 
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deals nor receives damage in combat. 
The Revised and Arabian Nights ver¬ 
sions implied that Ebony Horse did not 
untap the creature and removed the crea¬ 
ture from the combat. 

El-Hajj&j no longer allows controller 
to gain more life than the toughness 
of a creature or the total life of a play¬ 
er El-Hajj&j damages. The Revised and 
Arabian Nights versions allowed this. 

Fourth Edition has errata: The first line 
of Energy Tap should read Target 
untapped creature...” 

Erg Raiders now does not damage its 
controller on the first turn it comes 
into play on that player’s side. The 
Revised and Arabian Nights versions 
stated that the only turn Erg Raiders did¬ 
n't damage its controller was the turn it 
was summoned. 

Fellwar Stone can now produce 
colorless mana if opponent controls 
a land that produces colorless mana. 
The Dark version stated that Fellwar 
Stone could only produce colored mana. 

Fog now only prevents creatures from 
dealing damage in combat. Also, Fog 
may be played at any time. The 
Revised version stated that Fog also 
prevented Hocking effects, such as the 
Basilisk's power, from occurmg. Also, 
previous versions stated that Fog could 
only be played during damage dealing. 

The creature Gaseous Form enchants 
now cannot have damage assigned to 
it during combat. The Legends version 
did allow damage to be assigned to die 
creature during combat, but that damage 
was reduced to 0. 

Grapeshot Catapult now has an acti¬ 
vation cost to deal damage. The 
Antiquities version did not mclude an 
activation cost. 

Greed now has a cost of 2 life to use 
its effect. The Legends version states 
that the controller loses 2 life when the 
effect resolves. 

The protection granted by Green 
Ward now cannot destroy Green 
Ward. Previous versions of Green Ward 
would destroy themselves if made green. 

Healing Salve may target another play¬ 
er to give that player 3 life. Damage 
prevention effects target the damage, 
not the player or creature. Previous ver¬ 
sions implied that Healing Salve could not 
give another player 3 tfe. Also, these ver¬ 
sions stated that Healing Sake targeted die 
creature or player receiving damage, not 
the damage being dealt. 

The creature Instill Energy enchants 
may attack the turn it comes into play 
on a player’s side, not simply the turn it 
comes into play. Previous versions implied 
that the creature Instill Energy enchanted 
could not attack that turn f the player took 
control of the creature from an opponent. 













Iron Star now can be used to gain life 
later in the same turn that a red spell 
vx cast Previous versions implied that 
fort Star could only be used immediately 
after a spell was cast. 

bland Fish Jasconius now has an 
activation cost to untap; also, Island 
Foh Jasconius is buried if at any time 
its controller controls no islands. 

Preuous versions did not include an acd- 
town cost to untap; also, Island Fish 
Jasconius was destroyed if its controller 
cormBed no islands. 

Ivory Cup now can be used to gain 
life later in the same turn that a white 
spell was cast. Previous versions implied 
ikt Ivory Cup could only be used hnme- 
datdy after a spell was cast. 

The controller of Ivory Tower now 
gains life at the beginning of his or 
her upkeep. Previous versions stated that 
he controller of Ivory Tower effected its 
controller*during" upkeep instead of at 
“beginning of" upkeep. 

Kismet now targets one player. (Thus, 
Kismet can now target its caster.) The 
legends version stated that Kismet 
affected *opponent;* thus, m a two-play- 
ergeeme, stealing it would change who it 
affected. 

Black Vise now targets an opponent 
and deals damage at the end of that 
player’s upkeep. Previous versions stated 
dwt Block Vise effected “opponent; H 
thus, m a two-player game, stealing it 
would change who it affected. Also , 

Block Vise affected opponent “during" 
upkeep instead of at “end of* upkeep. 

The Fourth Edition text of Kormus 
Bell has errata: The swamps affected 
by Kormus Bell are not made black. 

Ufdace can now target any perma- 
nent in play, including tokens, but 
cannot target lands as they are being 
played. Previous versions of Ufelacc 
could only target cards; this included tar¬ 
geting lands as they were being played. 

The counters generated by living 
Artifact are now placed on Living 
.Artifact Counters are generated by 
damage, not by loss of life effects such 
as Greed. Previous versions stated that 
the counters generated by Living Artifact 
were placed on the artifact Living 
Artfact enchanted. Also, previous ver¬ 
sions received counters for loss-of-hfe 
effects as well as damage. 

Magical Hack can now target any 
permanent in play, including tokens, 
but cannot target lands as they are 
being played. Previous versions of 
Magical Hack could only target cards; 
this included targeting lands as they were 
being played. 

Mana Clash now cannot target the 
caster of Mana Clash. The Dark version 
stated that Mana Clash affected target 
pbyer and thus could effect the caster 


Marsh Viper now gives poison coun¬ 
ters to any player damaged by Marsh 
Viper. (Thus, if the damage is redi¬ 
rected back to the controller, the con¬ 
troller gets a poison counter.) The 
Dark version stated that Marsh Viper 
gave poision counters to an opponent. 

Mind Twist may now target any play¬ 
er, including the caster. Previous ver¬ 
sions stated that Mind Twist could only 
be used on an opponent. 

Mishra's Factory now has an activation 
cost to generate colorless mana and an 
activation cost to give target Assembly 
Worker +1/+1. The Antiquities version 
only included an activation cost to become 
an Assembly Worker. 

Nafs Asp can now deal damage dur¬ 
ing the draw phase to any player it 
damages, including its controller. 
Previous versions stated that Nafs Asp 
could only affect an opponent. 

Nether Shadow now returns to play 
only at the end of its controller’s 
upkeep. Previous versions allowed 
Shadow to return at any time during its 
controller’s upkeep. 

Nevinyrral’s Disk now taps when 
used; this is written as an activation 
cost. The Revised version did not 
require controller to tap the Disk. 

Northern Paladin can now target any 
blade permanent, including tokens. 
Previous versions stated that Northern 
Paladin did not target; (iso, Northern Pciadtn 
could only destroy black cards in play. 

Oasis now has an activation cost to 
prevent damage. The Arabian Nights 
version did not include an activation cost. 

Osai Vultures now requires controller 
to pay 0 to remove counters; this is 
written as an activation cost. The 
Legends version did not include this cost. 

Pirate Ship is now buried if controller 
does not control any islands. Previous 
versions of Pirate Ship were destroyed if 
controller didn't control any islands. 

Pit Scorpion now gives one poison 
counter to any player damaged by Pit 
Scorpion, including its controller. The 
Legends version stated that Pit Scorpion 
gave a poision counter to an opponent. 

The form for Primal Clay is now 
chosen when it enters play rather 
than when it is first played. (Thus, 
an opponent must counter the spell 
before knowing which form of the 
Clay the caster is choosing.) Previous 
versions stated that die caster chose the 
form of Primal Clay when it was 
first played. 

Purchce can now target any permanent in 
playjireAidingtdttiis^ 
as they arc being played. fteuous vemvcf 
Purehce ootid only target cads ; this included 
ta&tBiglankas drey werebemgplayed. 


The Rack now targets an opponent 
and deals damage at the end of that 
player’s upkeep. Previous versions stated 
that The Rack affected “opponent;" thus, 
in a two-player game , stealing it would 
change who it effected. AIso, The Rack 
affected opponent “during” upkeep 
instead of at “end of" upkeep. 

Rag Man’s ability now targets the 
affected opponent. (Thus, this ability 
can theoretically be redirected to 
another player.) The Dark version did 
not account for more than one opponent 
m the game. 

Raise Dead now targets the card in 
the graveyard. Previous versions implied 
that die caster of Raise Dead did not 
choose the creature to be brought from 
the graveyard until the effect resolved. 

Red Elemental Blast can now target 
any blue permanent in play, including 
tokens. Previous versions stated that Red 
Elemental Blast could only target blue 
spells being cast or blue cards m play. 

The protection granted by Red Ward 
now cannot destroy Red Ward. 
Previous versions of Red Ward would 
destroy themselves if made red. 

Relic Bind now has no effect while 
on an artifact controlled by the caster 
of Relic Bind. The Legends version 
worked regardless of which player con¬ 
trolled the artfact. 

Samite Healer now no longer targets 
the creature or player to which dam¬ 
age is being dealt. Previous versions 
stated that Samite Healer targeted die 
creature or player receiving damage, not 
the damage being dealt. 

Scavenging Ghoul can now regenerate 
whenever appropriate. The Revised 
version stated that Scavenging Ghoul 
could only regenerate from lethal damage. 

The toughness of Shapeshifter can 
now be set to 0. The Antiquities ver¬ 
sion stated that die toughness of 
Shapeshifter could not be set below 1. 

Siren’s Call now targets the affected 
opponent; also, Siren’s Call now does 
not affect any creature brought under 
an opponent’s control this turn. 
Previous versions of Siren’s Call did not 
account for more than one opponent m 
the game; also, previous versions stated 
that Siren’s Call destroyed non-wall crea¬ 
tures that had not been summoned this 
turn, but that could not attack due to 
summoning sickness (such as a creature 
stolen earlier in the turn). 

Sleight of Mind can now target any per¬ 
manent in play, including tokens, but 
cannot target lands as they are being 
played. Previous versions of Sleitfit of 
Mind could only target cards; this included 
targeting lands as they were being played. 


Strip Mine is now sacrificed when 
used to destroy a land. The 
Antiquities version uwsn’t placed m 
the graveyard until the effect resolved. 

Artifact creatures are no longer 
allowed to block a creature made 
unblockable by Tawnos’s Wand. The 
Antiquities version allowed artfact 
creatures to block the affected creature. 

Tempest Efreet now targets an oppo¬ 
nent. (Thus, the effect can theoreti¬ 
cally be redirected to another player.) 
The Legends version did not account for 
more than one opponent m the game. 

Creatures blocking or blocked by 
Thicket Basilisk are now destroyed at 
the end of combat. Also, Thicket 
Basilisk now cannot destroy attacking 
walls that it blocks. Previous versions 
stated that creatures blocking or blocked 
by Thicket Basilisk were destroyed during 
damage dealing. Also, previous versions 
destroyed attacking walls. 

Thoughtlace can now target any per¬ 
manent in play, including tokens, but 
cannot target lands as they are being 
played. Previous versions of Thoughtlace 
could only target cards; this included tar¬ 
geting lands as they were being played. 

Throne of Bone now can be used to 
gain life later in the same turn that a 
black spell was cast. Previous versions 
implied that Throne of Bone could only be 
used immediately after a spell was cast. 

Time Elemental is now destroyed at 
end of combat. Also, the 5 damage is 
dealt at end of combat, regardless of 
whether the Time Elemental is still in 
play at that time. The Legends version 
stated that Time Elemental was destroyed 
and dealt 5 damage to its controller at the 
time it was assigned to attack or to Hock. 

Triskelion now has an activation 
cost to remove a counter. (Thus, 
Triskelion can now deal multiple 
damage to a single target as one 
activation.) The Antiquities version 
did not require an activation cost to 
remove a counter; also, only one counter 
at a time could be removed. 

Verduran Enchantress now has 

an activation cost to draw a card. 
Previous versions did not include an 
activation cost. 

The protection granted by White 
Ward now cannot destroy White 
Ward, though its protection will 
destroy other wards normally. Previous 
versions of White Ward implied that 
White Ward destroyed itself. 

Wooden Sphere now can be used to 
gain life later in the same turn that a 
green spell was cast. Previous versions 
implied that Wooden Sphere could only be 
used immediately after a spell was cast. 


li 








Misfb'S 


■ Factor 


With five expansions out and future expan- 
Lthe way, Magic: The Gathering 1 M 
’’contains over one thousand cards, 

Ith more being added all the time.That 
adds up to w ell over half a million 
potential two-card combinations, and 
billions upon billidns of higher order 
combinations. How’ can you ever stand a 
chance of evaluating them all? 

You can t. * 

But what you can do is take the cards that 
you have and study those cards until you 
find the best combinations. Usually a solid 
analysis of a card’s properties—w hat 
makes that particular card special—will 
tell you what other cards it complements. 
What is it about Disrupting Scepter that 
makes it w ork w ell with The Rack? Why 
would Disintegrate complement Orgg? 

a card s properties not only 
t its strengths, but also helps' 
pate its weaknesses. 

ample of a card which requires 
careiui analysis can betbund in Fourth 
Edition"*. Its a lafid, it’s a creature, it s an 
artifact—it s Mishra s Factory, one of the 
more unusual cards in Magic 1M . Originally 
from Antiquities™. Mishra’s Factory is a 
land which provides one colorless niana. 

By spending one niana. Mishra s Factory 
can also become a 2/2 artifact creature 
(called an Assembly Worker) until the end 
r of the turn. In addition, if you tap Mishra’s 
Factory, you can give any Assembly Worker 
+1/+1 until the end of the turn. With this 
many variables. Mishra s Factory is ripe for 
countless combinations. 


by Chris Page 


chestnuts—for instance. Consecrate Lind 
cast on Mishra s Factory.This gives you 
a creature that regenerates for zero mana. 
and this “regeneration" doesn't leave the 
Assembly Worker tapped nor can it be 
stopped by % WhippoorwilI or similar 
effects. A tangled, obsc ure combination 
could use Hurkyl’s Recall followed by 
Armageddon with Fastbond in play, 
leaving you the only player with land left 
in the game.To really get the most out of 
Mishra s Factory, you need to experiment 
with these combinations, systematically 
weeding out the impractical ones and 
adapting the potentially useful strategies 
for your deck. 

• pE HiskpNs Iiave Landed 

Hie first basic property of Mishra s Factory 
is that it s a land, so all land enchantments 
will affect it Hie problem with finding a 
good land enchantment combination is 
that most ol these* cards are designed to 
be played on your opponent's lands—after 
Consecrate Lind, you're starting to have 
a very small selection of worthwhile 
beneficial land enchantments. Granted, you 

could cast Goblin Shrine on Mishra s 
Factory when you're battling a Goblin 
deck, giv ing your opponent the choice of 
either leav ing your Factory unmolested, or 
losing all of her Goblins. Once you start 
looking for such narrow; limited, and hard 
to-achicvc combinations, you should realize 
that you're* really getting desperate. In the 
above case*. Py rotechnics or Earthquake 
would have been far more useful and 
more versatile additions to 
your deck. 


Equinox is another interesting land 
enchantment that could work well with 
Mishra s Factory. Equinox is a common 
‘J.egends™ land enchantment that allows 
you to tap the enchanted land to counter 
any spell that would destroy one or mote 
of your lands. This provides a little protec¬ 
tion. since it will counter any spell that 
would destroy your 2/2 creature. Ihe prob 
lent is that your Assembly W orkers arc still 
v ulnerable in many other ways, particularly 
during creature combat. If you can avoid 
combat (for instance, if you’re planning to 
make your Assembly W orkers unbloekabk) 
then the combination is even more appeal¬ 
ing. especially if you re using Equinox in 
your deck already; 

As a land. Mishra s Factory is certainly 
affected by land enchantments, but then* 
are other characteristics of a land to 
consider as w ell. You can only play one 
land per turn, unless you have Fastbond 
out.There are a few cards that only affect 
land. Land Tax, for instance, lets you draw 
more basic lands rf you ever have less land 
than your opponent—for instance, if your 
opponent has managed to kill all your 
Mishra's Factories. Py ramids from Arabian 
Nights ,v w ill let you regenerate lands, 
namely the Mishra s Factory. (And. as 
with Consecrate land, this "regeneration'’ 
doesn't cause tapping, nor can it be 
stopped by effects which 
prevent regeneration.) 


Dozens of cards beg to be used with this 
bizarre rule-breaker. Some of them are old 















The principal benefit of Mishra's Factory 
being a land is that.. .it's a land. Linds are 
the only cards in Magic that are never 
spc-iN. so Mishra’s Factory Is the only 
y cirature in Magic that is never a spell. 

Vi 5th Mishra's Factory, you can bring a 
c future into play that can’t be stopped 
J ;>\ Counterspell, Power Sink, or any of 
blue’s other nasty counters, lliis fact 
alone is reason enough for many people 


to play with Mishra’s Factory. 

\] SLICES, ij DICES™ 


Mishra’s Factory is not just a land—it can 
also lx* an artifact and a creature at will. 

Since it can sene as three different ty pes of 
unis, you can sacrifice it to just about any¬ 
thing. In one game you can toss it to the 
Lonl of the Pit. in the next game you can 
provide the critical fuel for an Atog deliver¬ 
ing the killer blow, and in the game after 
that you can use it to provide a crucial turn 
for Mana Vortex (a card from The Dark ™ 
that requires each play er to sacrifice a land 
on his or her turn). Since Mishra’s Factory* 
already provides a colorless mana. there’s 
no reason not to add four of these to any 
deck requiring such sacrifices. 


Mam of the traditional creature combina¬ 
tions work well with Mishra's Factory, like 
Giant Growth and Howl from Beyond. But 
there's one large class of cards that it 
doesn't work with: creature enchantments. 
An enchantment goes away if it’s no longer 
on a valid target, and the Assembly Worker 
averts back to a land at the end of the 
turn. Usually that's a hindrance, but it also 
shortens the life span of negative creature 
enchantments, such as Control Magic, 
Wanderlust, or Weakness.'This can even 
lx a benefit when you want one of y our 
creature enchantments to go away at the 
end of the turn, like an enchantment that 
Prides some benefit initially but then 
becomes a hindrance. ( Right now. Unstable 
Mutation is the only example of this sort 
«>1 an enchantment, but watch for a few 
more coming up in /ce Age™.) 


turn into an Assembly Worker.Take advan¬ 
tage of this by using Mishra’s Factory with 
Armor Ihrull, Dwarven Weaponsmith, or 
Ashnods Transmogrant. 


Tawnos’s Wand and Dwarven Warriors 
also work well with Mishra’s Factory*, as 
Assembly Workers weigh in at 2/2.The 
Assembly Worker even has the built-in abil¬ 
ity to pump itself (or other Workers) up 
after being made unblockablc—you don't 
need help from cards like Firebreathing. 


Of course, this limitation of Mishra's 
Factory can be sidestepped completely by 
simulating creature enchantments with 
cards like Taw nos s W eaponry. Ashnod s 
Battle (iear. and Zelyon Sword. Global 
enchantments like Orcish Oriflamme and 
Angelic Voices will also aid an Assembly 
^P^WbfkcxA different loophole to exploit, 
^^though. is the tact that counters (such 
Bus a +1/4-1 counter) do not go away 
Seven when Mishra's Factory is no 
™ongcr a creature.The counters just 
become inactive, waiting for the Factory to 


IT's All in j6e jiNiNG 


Mishra's Factory* can be a land, an artifact, 
or a creature, but this ability by itself is 
not the key to the card’s most devious 
combinations. As is true of many cards, the 
key is in the timing—in this case the 
timing of w hen it changes between its 
different states. You can control when it 
will be a creature and an artifact, and when 
it w ill not. A few seconds of thought on 
Wrath of God and Mishra’s Factory should 
convince y*ou that this ability is not triv ial. 


You can cast spells that negatively affect 
creatures before turning your Mishra's 
Factory into a creature. For instance, 
first cast Marsh Gas. reducing a couple 
Juggernauts by -2/-0 to 3/3, then activate 
and enhance your Factories to run over 
the weakened Juggernauts. Pestilence 
can be used to the same effect. 


Mishra’s Factory lets you exploit a loophole 
of Magic—most heavy anti-creature cards 
have a weakness.'They only affect creatures 
once (Wrath of God or Inferno), or they 
only trigger during one specific time in a 
turn. For most creatures, that's no problem 
because they’re all caught by these cards. 
But Mishra's Factory* is the loophole crea¬ 
ture (along w ith Jade Statue), since yon 
1 can make it a creature only w hen it suits 
you. I Jnfortunately, most of the cards taking 
advantage of this cause global effects, so 
they are either rare or horribly out of 
print, like Drop of Honey,The Tabernacle 
at Pendrell Vale, and The Abyss. In fourth 
Edition . Balance is a great option, and 
w hile Smoke only lets you untap one crea¬ 
ture per turn, you can untap as many lands 
(and Factories) as you want. My absolute 
favorite example involves Nevinyrral's 
Disk: it destroys everything but land, so 
once you’ve used it, you can roll over your 
opponent (w ho is suddenly sitting there 
defenseless) with your Assembly Workers. 


Taking advantage of the Assembly Worker s 
transition from creature back to land is 



a little more tricky, lake the 
case of Pestilence: first pump 
enough black mana into 
Pestilence to kill all the 

creatures, and then create an m 

Assembly* Worker. Now, at the end ^ 

of the turn, you resolv e all “at end of turn” 
effects first and then “until end of turn” 
effects. First, Pestilence checks to see if any 
creatures are left (“At the end of any turn* 
if there are no creatures in play, bury 
Pestilence.” ).Thc Assembly Worker is still a i ■ 
creature, so Pestilence stays in play.The 
Assembly Worker then becomes a land 
again at the end of turn. Cases like this get 
very technical, but these technicalities may 
save you sometime. 


any 

->ri 


TAP, UNTAP. TAP, UNTAP, UP- 


s Factor), you're only giving an 
bly Worker +1/+1, and tapping gives 
le less potential Assembly Worker to —J 

with Annth<*r n-.irt nf nn^h1»*ni is; 


(rood combinations capitalize on the 
strengths of a card and attempt to make 
the most of a card’s w eaknesses. The 
significant weakness of Mishra’s Factory is 
that it takes too many of them to pump up 
an Assembly* Worker. Each time you tap a 
Mishra’s Factor), you're only giving an 
Assembly 
you one 

attack with. Another part of the problem is 
that to make an Assembly Worker deadly, 
you need to have a lot of them out there, 
or a way to untap them multiple times. 
Twiddle is the first choice that springs to 
mind, but it isn't good to plan for—a card 
whose entire purpose is to untap one land 
once is rather inefficient.The Legends card 
Reset is a little more interesting, allowing 
you to untap all your land for two blue 
mana.The drawback of Reset is that you 
can only use it during your opponent’s 
turn, but it could be useful on defense. 




The reusable land untappers aa* the best 
choice for increasing the efficiency of 
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of Mi 


Mishra's Factory. Icy Druid, a useful card in 
general, lets you untap a Factory' once, 
and Jandor’s Saddlebags will let you untap 
an Assembly Worker. Of course it ’s hard 
to beat (Candelabra ofTawnos, which 
essentially lets you double the number 
hra’s Factories you have. With four 
lands and three Mishra's Factories, 
you can tap one basic land to turn one of 
the Factories into a 2/2 Assembly Worker, 
then tap all three of the Factories to make 
it a tapped S/S. creature. You can then use 
the Candelabra and your three remaining 
lands to untap the three Mishra’s Factories, 
and then tap two of them to make the 
Assembly’ Worker a 7/7 monster. 


Then you can immediately tap it as a fast 
effect to make the other Assembly Worker 
3/3, doing 3 points of damage directly to 
vour opponent.This trick works to a limit¬ 
ed extent with any set of creatures, but 
here you have the added bonus of being 
able to still use the Assembly Worker 
you’ve saved fn >m dying. 


Even more tricky examples will come up 
as you experiment with Mishra’s Factory. 
For instance, suppose you attack with 
two Assembly Workers and one gets 
blocked by your opponent's Giant Spider. 
Ordinarily, the blocked Worker would die 
horribly. If you add a can I like Elvish Scout 
or Ma/e of Ith. though, then you have a 
chance to drastically improve the sce¬ 
nario. First announce an attack w ith your 
two Assembly Workers, tapping both of 
them. When your opponent announces 
blocking, you then use Elvish Scout on 
one of the Assembly Workers, untapping it 
and keeping it fn>m receiving damage. 


And finally there are the combinations 
that work off of the most trivial timing 
issues. For instance, with one Mishra's 
Factory, you can tap all your land at once 
in the same string of effects to make it 
an Assembly Worker many times. This 
results in one Assembly Worker and a lot 
of useless land. Granted, having all your 
land tapped is a pretty silly thing to want. 
That is. until you then play three Power 
Surges that each do one damage for 
each untapped land. 


tunes are crushed by . Mishra's Factory can P 
ignore blue’s entire repertoire outside of 
Phantasmal Terrain and Psychic Venom; it s 
pretty common know ledge that an 
Assembly Worker is the one creature i Ij m^ 
Counterspells and Power Sink> can't 
touch. But Mishra's Factory can also shrug 
off an entire list of Magic standbys; Terror ^ 
Control Magic. Siren's Call, Energy Flux, 
Takklemaggot. Nettling Imp, Balance. ( 

Wanderlust, Wrath of God, Lure, 
Shatterstorm, Weakness, Steal Artifact, / 

Artifact Blast. Gaea's Avenger, and dozens ^ 
of other spells. If you only make it a crea- j 
lure during your turn, it also becomes 
immune to all the creature killing sor 
ceries, like Disintegrate and Fireball. 


ThE Factory stands aLone 


Effective combinations play a big part in 
determining the value of a card, but a real¬ 
ly worthwhile card should also be able to 
stand on its own. Overall. Mishra f Factory 
holds up by itself very’ Well. In general, a 
well-balanced strategy is better than a very 
narrow one, and Mishit's Factory is 
immune to many things that most crea- 


In addition to everything else it can do, the 
reliable Factory can always Ik* used as a 
land for one colorless mana. If you're 
play ing a one- or two-color deck, you 
ty pically won't need all of your mam- 
producers generating colored mana. You 
can gain a great benefit at minimal cost b\ 
adding a few* lands that produce colorless 
mana while providing some special abili¬ 
ty—cards like Strip Mine and Mishra s 
Factory are prime examples. Hits benefit 
alone has made it worth adding a coupli 
these to many of my decks, even w ithout 
all the wild combinations 


Ml 


Slip's FACTOR 8f ADAM CONU 


Q: Can 1 attack with an 
Assembly Worker on the turn 
Mishra’s Factory is brought 
into play? 

A: No. Mishra's factory must 
have been in play. on your side. 
since the beginning (ffyour 
turn in order to attack with it. 


Q: What is the casting cost 
of the Assembly* W 7 orker? 

.*1: As with all lands . an 
Assemfdy Worker’s casting cost 
is zero. 


How* can I ever attack 
I with an Assembly Worker? 
7 ^ Won’t summoning sickness 
always stop it from attacking? 
A: No. The rules for sammon- 
p/’ ing sickness state that a enut- 
tun? card or token may not 
"" attack or use a special ability 
Y that includes tapping in the 
* actuation cost unless that 
card or token'has been under 
*m*\'our control since y'ottr latest 
start of turn. Whether the card 
was a creature at that time is 
irreleiHint. % 

fcr 


Q: What happens if my 
Assembly Worker is stolen by 
a Seasingcr or Preacher and 
stops being a creature? 

A: You will not get y'our 
Mishra s factory back until 
the conditions described on 
the Seasingcr or the Preacher 
are met (for example, if the 
Seasingcr or Preacher leaves 
play). These cards only check 
to see if a target is legal when 
the effect is announced and 
when the effect is resolved. 

They do not lose control of 
something they 're already 
grabbed just because it stops 
being a creature. 


Q: What about Control 
Magic then? 

L> Enchantments U'ork differ¬ 
ently than creature abilities 
(which act like instants). 

These cards continuously 
check to see if the target of an 
enchantment is legal and if at 
any time it isn ’t . the enchant¬ 
ment goes to the graveyard. 

W het\ Mishra's Factory stops 
being a creature, any Enchant 
Creature spells on it will be 
destroyed. 


isn 't a creature but will gener¬ 
ally be inactiiv. When the 
Mishra s Factory turns back 
into a creature the counters 1 
will become actii'e again. 


Q: What about counters 
placed on an Assembly 
Worker? 

A. Any counters placed on an 
Assembly Worker that give it 
bonuses or penalties as a 
creature will stay on 
it when it 


Q: Can a Mishra’s Factory 
pump up itself? 

A: Yes. You can tap it to give 
itself + !/+!, assuming it bus 
already been made into an 
Assembly Worker. (Mishra s 
Factory cannot turn itself into T 
an Assembly Worker and give 
itself a bonus in the same 
chain of effects.) 
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A look at 


THE (AIDS 
in l(t A61 


TIm let Ago tit conlakts 373 carte 
(383 K you comt the different art 
•a Oh Ms.) These carte faM Into 
three tfistmcl categories: cow 
ptetety mw carte - these whose 
powers you won't recofntzs; 
tweaked carte - carte that are 
stettar to carte already to Mafic 
hot with different twists; ate 
repeats — carte recopdzahls from 
previous sets. Although Its not 
always easy te draw the Has 
he tween tweaked carte ate new 
carte, the fefowlng are reophfy 
the nomber el carte In each cate 
pry that yen'! Itte in tote* 



open a large quantity el let Age 
packs ate sort It Into the above 
thrM categories, yen are Rely te 
flte 1f% repeats, 13% tweaks, ate 
71% new carte. 



take Jnt sm el every cate from k$ 
Age ate sort these Into the above 
throe cate go r i es , then yM wM llte 
a different d U trfbo O o n: 8% repeats. 
8% tweaks, ate 84% new carte. 

Why are these perc e ntag es tefer 
eat? Wei. none el the Ice Age rare 
carte are repeats el eM carte. In 
fact, mast of the repeats and 
tweaks are common carte In Ice 
Age, so whte the set as a whole 
m*y contains 8% repeats, yen are 
testy to soo 18% repeats teen 
epeeing an MMdnal Ice Age pack. 


fflagic: The fathering-Ice Age 

BY DAVID PETTEY 


“This margin will not permit a description of the ingenious Bauble.” 

— Urza's journal 

The flawtr text that wouldn't fit on Urza’s Bauble, from Ice Age 


TltflllTITIINlllt 

Magic: The (fathering — Ice Age ™ is the first “stand-alone” expansion for 
Magic™. These special card sets are completely compatible with the base game, 
hut also contain enough basic land and basic spells to he playable without addi¬ 
tional cards. Many Magic players, particularly those who are new to the game, 
have become frustrated with the emphasis on building killer decks with power¬ 
ful, out-of-print cards. Others just learning the game are overwhelmed by the 
huge number of cards which they have never seen, and are discouraged by the 
advantage this gives other players. The stand-alone expansion format offers a 
new and self-contained environment that all players of Magic can explore and 
participate in. ^_ 

Like Magic: The Gathering— Fourth Edition, Ice Age will be sold in sixty-card 
starter decks and fifteen-card bo<.tet*r packs. (Also, just as with Fourth Edition, 
basic lands will only appear in the starter decks, not in the booster packs.) 
Because it is a limited-edition product, Ice Age cards will be black-bordered; 
unlike previous releases. Ice Age will be limited by the amount of time it is avail¬ 
able in the stores—not by the number of cards in the print run. This way, we 
can make Ice Age available throughout the year without having to guess how 
many cards to print. Both players and collectors should have much less trouble 
obtaining the Ice Age cards they want. 

With Ice Age, newcomers—and experienced players who are looking for a 
way to “start over” in Magic—can enjoy building decks and competing on a 
more level playing field. Ice Age also offers a wonderful way to keep leagues and 
tournaments Fresh; instead of playing in limited environments where you know 
whafto expect from an average sealed deck of Fourth Edition cards, you can now 
Play with sealed Ice Age decks. We hope that players will he excited by the chal¬ 
lenges of a new environment: the different commonalities of some spells, the 
absence of some spells that you’ve learned to rely on, and of course, the many 
new spells present in Ice Age . Wizards of the Coast will be trying to encourage 
this type of play by running Jce Age-only tournaments in various formats, 
including sealed-deck tournaments. 


So try making a new start with Magic. Start an Ice Age league, and see if 
you can adapt to the new spells, commonalities, and strategies. And don’t feel 
rushed— Ice Age will he around for a while. 




nl it the Brothers War, a 
savara lea Aye has tetcatecd 
ever Doteaarta. Tha slaw crate 
al gliders, the fierce Mzzards 
ate tka numbing ceM of lengthy 
winters Hava changed the vary 
face af tka late, ate reduced tha 
civilizations al Tertsiare te teat 
terte tribes. 

Things are especially taagb la 
Kjeldor Spring ate smnmer brief 
only abort relief before fail 
hecMMS winter ate the snows 
came again. Ta wake tttegs 
worse, a mighty aocromaacir 
Um Dal, has rltaa beyond the 
mountains. With the Samoa lords 
leshrac and Tevasb Szat, Um-ted 
baa created aa uteead army ta 
ravage Kjeldor. The kaigtits al 
KJeldor have (aught bard, hat 
against Urn Oat eves tleir 



Kjeldor isn't alone, however. Ta 
the north, tha harhartaa tribes af 
BaMavta alia oppose Urn-M. To 
tha teeth, tha Bves ate Dntes al 
Fyaddera forest caa bring the 
win of tha goddess Frayates ta 
hear. Ta tha watt, machinists sad 
archaeologists excavate tha 
ruined city of Soidev, oncevericc 
powerful rtdea af long-ago CM 
llzatltaa. Ate somewhere, a 
secret school af MnsMsts holds 
strange powers al fts twi. 
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lit mm of n Mini: (iimiiin iiui tie mm 

Most players know thaHhe five colors of Magic stand in balanced opposition* Red and Blue 
each have an Elemental Blast to counter each other, Green has Lifeforce to rival Black’s 
Deathgrip, and Karma is White's response to Black?Gloom* What people often forget is that each 
color in Magic has two “friendly” colors, as well as two enemies; these colors have characteristics 
which complement each other, and often work well in combination. Magic: The Gathering and 
its previous expansions contain i)i handful of cards which explore these affinities; Sedge Troll, for 
example, is a red 2/2 creature that regenerates for T, and receives + 1/+1 if its controller has 
swamps in play. 

In Ice Age, we have tried to more fully explore this aspect ot Magic. There are a couple com¬ 
mon cards in each color that work better in cooperation with one of their friendly colors. In some 
cases, these cooperation cards will be almost identical to old cards, but with a little extra bonus 
if you are playing friendly colors. For example, how much better would your Wall of Wood be if 
you could “burn” it later to get some red mana—a sort of Tinder Wall? Or perhaps you’ve seen 
the Ice Age card Norrit (affectionately called Ig), which is basically a Nettling Imp that can also 
untap blue creatures. 

Color cooperation is an excellent way to spice up some of the weaker ot more neglected 
cards in Magic, and to "simply re-balance some others. But don’t worry, not all of the cooperation 
cards are just twists on old ideas; there are certainly plenty of new ones, too. How about an Orcish 
Lumberjack that can cut down forests to provide you with three mana in any combination of red 
and green? We hope that these kinds of cards will encourage players to play with more colors, and 
will make such decks a little more feasible. 

'■ WHAT’S IN 
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Ice Age introduces a new type of upkeep cost called “cumulative upkeep,” which increases 
during each of your upkeeps. This cost may be a mana cost, a sacrifice you have to make, life you 
have to pay, or some other interesting effect. If a card has a cumulative upkeep of Y, then during 
the first of your upkeeps that this card is under your control you have to satisfy the Y cast or bury 
the card. During your second upkeep (assuming the card is still in play and under your control) you 
must pay the Y cost twice or bury the card; during the third you must pay it three times, and so on. 

Cumulative upkeep is another interesting way to build a different type of cost into a can!, a 
cost that changes with time. Cumulative upkeep strongly affects how long (on average) a card will 
stay in the game. With a high cumulative upkeep, the cost will soon become impossible to pay and 
the card will have to be buried. Cumulative upkeep also forces you to carefully manage your mana; 
casting a couple of permanents that require cumulative upkeep can soon leave you without any 
mana left during your main phase. Suppose you have two great blue creatures in your hand, both 
of which require a cumulative upkeep of 4, and six islands under your control. Should you cast 
both of them right away, knowing that you will have to give one of them up four turns later, or 
should you cast one, keep it in play for six more turns and then cast the other one, keeping it in 
play for another six turtW Even experienced players should find mana management a challenge 
when playing**with cumulative upkeep. 

IllHT lllllUm TIE IFF OH OF IUITI0UT 5 0 0 11 ? 

Ice Age also introduces a new twist to basic land. These “snow-covered” basic lands work 
just like other basic lands and are affected by spells that affect basic lands; howeveiy Several cards 
in Ice Age work better if you control some snow-covered lands, while some cards hurt your oppo¬ 
nent more if they are playing with snow-covered lands. Icequake, for example, destroys a land; if 
that land happens to be a snow-covered land, its controller takes 1 damage as well. Aside from 
their interaction with other Ice Age cards, though, snow-covered lands are still just basic lands: a 
snow-covered mountain is still considered a mountain, and so on. Roughly twenty-five percent 
of the land in Ice Aga-i* snoW-covered; like other basic lands, snow-covered lands are included in 
starter decks but not in booster packs. 
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ice Age also includes a class of cards which adds a lot of interest to the game without adding 
any new rules. In Ice Age there are quite a few cards that contain the phrase, “Draw a card at the 
beginning of the next turns upkeep.” Notice it says, “the next turn’s upkeep, ’ hot “your next 
upkeep”; if you cast such a spell on your turn, then during your opponent’s upkeep you get to draw 
a card. We like to refer to cards with this ability as “cantrips,” meaning “little tricks.” Cantrips 
can lx* any type of spell—sivceries, instants, artifacts, etc.; they don’t constitute a new spell type 
in Magic, and the word “cantrip” does not appear on any Ice Age cards. 

Gmtrips represent a whole new class of spells that don’t require the one cost that almost all spells 
have always hdd: the cost of the card itself. This cost is often overlooked by beginning players, but it is 
precisely this cost that keeps cards like Omithopter from being too powerful. An Omithopter is not 
free; it costs you a card, which usually means it cost you a draw from your library. Instead of having that 
Omithopter in your hand, you could liave had a Lightning Bolt, an Uthden Troll, or any number of other 
* ' cards, each of which has a higher casting cost than Omithopter and yet is almost universally preferred. 

Cantrips bring a new element to the pricing of spells. By now, most players have a reason- 
able feel for how much certain spells should cost; for example, few players would he willing to pay 
more than # for a 1/1 green creature, and wouldn’t even pay that if it didn’t have some kind of 
special ability’. But how much would you be willing to pay if you got to draw a card afterward? 
What about a spell that prevents 1 damage? Or one that lets you see your opponent’s hand? 

Qmrrips have other effects on the game environment, as well. Playing with a high per¬ 
centage of cantrips allows you to speed through your deck—but it also puts you in danger of run- 
ning out of cards. With these spells, there might actually he more reason for serious players to he 
playing with decks larger than the minimum deck size, especially in all-Jce Age environments. 
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While all of the cards in Ice Arc have new art and most have new flavor text, some ol 
the card powers players will recognise from the basic set. Why are these repeats necessary! 
Each color iu Magic contains certain cards that are essential for defining that color’s strengths 
and weaknesses. These spells form the backbone of Magic. Because Ice Age is a stand-alone 
release, these cards needed to be included in the set so that the colors would retain their 
unique identities. 

Many of these cards are quite simple; instead of making purely cosmetic changes to their 
powers, they were included ‘its is’ in Ice Age. Any identical non-creature spells have the same 
name in Ice .Age that they did in die hasic set. Other repeated cards have a different commonal¬ 
ity than their progenitors.' (Don't worn-: if a commonality of a card changed, it became more 
common than it was in the hasic set.) 

it 17° T 3 f c7 ° ld friends that yOU Can cirect to ** in the ,ce Age: tlm While they are 
called Fyndhom Elves in Ice Age, they ate nonetheless the old familiar elves. One of Green’s 

defining characteristics has always been long-term fast mana. (ircln if Infettill White just 
wouldn t he White without its unique ability to practically shut down any of the colors of Magic. 
PIKT IM Everyone knows that Blue practically has a monopoly on keeping cards from getting 
into play—and a sneaky way to get around those pesky Circles of Protection. Blue is, after all the 
magic of the mind. IJ tilth Your opponent will find that there’s a danger in dabbling in black 
magic just for that Howl from Beyond (another card included in Ice .Age). You’ll find the wraith 
walking die frozen wastes under the name Moor Fiend, dibit itilt 1(11 Direct damage is there!” 

me! 7 7 , 7 ° m “ ? But the d,reCt dama « c spells have all been 

^ C ° mP,etClV - ^ ^ SUrPdSed ’ th " U8h ’ Vou come across a 



Illustrations by Rob Alexander, Quinton Hooover, Phil Foglio, 
Sandra Everingham, Kaja Foglio, and Edward Beard, Jr. 





















FEAST., 




3C«d la 


C 

3n tfU 


fef, 

p«.uc«, 
LA A 

41 


C>ciUna A«n* 

Sun i.\ txuiR, 

‘TDaW u fflu*, 

c?c«- LA pavlc^t, 

tX« fleati a^3Cj*£cl* 

i a££ 


£RtAi/up n 


Sat 


a 


In the village church a priest called out the Benediction of Kjeld. Tile 
words came with the strength of purity and the fervor of tme faith, hut 
Halvor Arensons face belied his speech. He was not old, hut he looked it. 
Harsh storms of winter and the horrors of war had left him pale and 
gaunt, his hair thinning and his cheeks hollow. I le leaned hard on his 
staff as he knelt before the great tapestry depicting the glorious 
history of Kjeld. Like the people of Mikkel, he was saddened that he 
could not go to Krov for the great feast. This was a time to honor Kjeldor’s 
past and holster the peoples faith in its future. “Ah well," he thought as 
he finished the benediction. “We can still have a feast of our own.” 

Yet the church was empty, except for the child who knelt beside him. 
I le thought of the rest of the villagers, huddling for warmth by their fires. 
Halvor knew better than to expect them at the lonely church in the 
midst of such a storm, even on this day. But their absence hurt him. 

“Where is everyone, I lalvor?" the girl asked. “Why aren't they here. 7 ” 

The priest sighed. “In their homes, I expect. 
1 liding from the stonn, hiding in fear of the walk¬ 
ing dead. It is well, Kaysa, that we can at 
least offer this benediction on behalf of all 
those who are not here. Kjeld will under¬ 
stand.” Kaysa made no response as she st ared 
up at the tapestry as if thinking very hard- In 
her hands she held a brittle bough of holly, a 
1 memory of spring. 

x Suddenly there came a great thudding 
sound, and the double doors of the church 
Sfr flew open. The howling increased a hun- 
Tip* dredfold, and snow blew in. In the door¬ 
way stiK>d three people. Two were knights, 
S jj dressed in warm wtx>l and heavy armor 


at* 


t was the Feast of Kjeld, but no one in Mikkel was 
celebrating. The blizzard that had raged for the last three 
days made the road to Krov impassable. In betrer days, 
rhe villagers would have filled their packs with clothes 
and offerings and made their way to the capitol city to 
join in rhe great feast, the feast that honored Kjeld and the country he 
had forged from the ice. But these were not better days. 

The war against rhe legions of the dead was not going well. A decade 
ago, the necromancer Litn-Dul was only whispered of as a far and 
distant evil. But then travelers beyond the mountains began to 
disappear. Those that returned spoke of attacks by beings monstrous 
beyond imagination, and the fates tar worse than murder which 
befell their companions. Expeditions were sent and brought back tales 
of marching corpses, and a half-built keep at the edge of a great, 
trozen swamp. 

The attacks along the borders of Kjeld increased until finally 
the armies of Lim-Dul passed over the mountains. Driven by terrible 
magic and demonic fury, these undead warriors needed no sleep, food, 
comfort, or warmth. Swift, silent, and utterly devoid of mercy, they 
claimed village after village; every man, woman, and child they put to the 
sword, and every house to the torch. Worst of all, with every slaughter 
their legions grew, as the slain innocents of Kjeldor rose with the next 
Jawn, tilled with the fires of unlife, to join Lim-Duls inhuman forces. 

It wa^ rhe Feast of Kjeld, hut none knew who would live to see 
it come again. * 
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“GocxJmeet, priest,” said one knight. She removed her helmet, 
revealing t stem hut not unfriendly face. “We are travelers, cold and 
tired. May we abide here?” 

1 Ialvor rose* to his feet stiffly. “Of course, g<xxl knight. Omie closer 
to the fire, and warm yourselves." 

The three stride forward swiftly and warmed themselves in the fire’s 
lu tr i >n their feces the priest could read nothing but a desite to be rid 
> t the cold. It w.is several moments before the knight spoke again. 

I am Lucilde Fiksdotrer, of the Order of the White Shield,” the 
knight slid. “These are Klazina Jansdotter of the Order of the Sacred 
Torch, and Disa, called the Restless.” 

I Va Kx>ked aw.iy from the fire and smiled at the priest. I ler face was 
liin d with age and her ears x arred by frostbite. “We were making our way 
to Krov, hut the stonn is rex> strong. I fear we’ll miss the feast day.” 

V>u are both right and wrong,” said I ialvor kindly. “This is the very 
vl iy of the feast, and you will not reach Krov. Rut we are celebrating the 
fe im in our own way, as best we can, and you are welcome to join us.” 

I he priest stepped forward and clasped each of their hands in turn, 
rubbing them with his own to warm them the traditional greeting of 
KjeU. I im 1 Ialvor Arenson. I his is Kaysa, a ward of the church and my 
assistant. 1 tear we five will lx* the only celebrants, hut we shall do the day 
the hi >nor it merits.” 

Hu' second knight h;id been watching the two warily; her eyes glint- 
cJ w it h anger a' 1 Ialvor rubbed her hands. “What is wrong wirh the peo- 
l'l ( ^t‘re. priest. \\ e have knocked at the doors of a dozen homes, ansi yet 
none would answer our summons." 

“ T llc v' ro 111 scared. They’re all hiding, " said the little girl, unhappily. 

1 Ialvors face darkened at the knights reproach. “Please accept my 
apologies on behalf of the village. The stonn is great, hut the peoples fear 
of I.im-lVil is still greater. In this time of war, charity to travelers gives 
wav to sell pn-serv.ition—as do many other virtues." Ik- looked around 
at the empty church. 

kl izina nodded, hut her eyes still betrayed hostility. She returned 
her attention to the fire, where she and her two companions still 
stood shivering. 

Kaysa looked shyly at the three women. “We have spent the day- 
baking bread and preparing for the feast. Won't you join us? We have 
enough to share.” 

Pi>a smiled and stepped back from the fire. “It would he our 
pleasure," she said, stretching out her hand to the little girl. 


a*X#s» 

The five stir around a rough oak table huilr for twice their number 
Way-bread was stacked in the center of the table, surrounded by butter, 
jams, and a small selection of meats. 1 Ialvor and Kaysa ate slowly, smil¬ 
ing fixedly at their guests. Tile three travelers ate with relish, littering the 
tabletop with crumbs. 

I ler hunger sated, Lucilde paused and surveyed the remains then she 
laughed and shook her head. “1 think our hunger has overcome our manners. ” 

“It is of no concern,” Halvor said. “No doubt you have come a 
long way.” 

Klarina nodded. “We have been stationed in the mountain pass 
lor the las two weeks, awaiting the return of Oisa’s expedition She 
has traveled to the far west, as far as one can go on land, and has only 
now returned.” 1 

“Expeditionr Halvor repeated. “Where is the rest of your party?" 

1 'isa shook her head sadly. “We were attacked by the legions of the 
necromancer west of the mountains, as we emerged fn.m the Adarkar 
\\ astes. Most of my companions were slain; the rest scattered. I waited at 
the rendezvous in the mountains for three days, hut no one else- arrived. 

1 tear they have now joined the undead.” Her face was hard from years of 
travel and rough living, hut it did not hide her sorrow. 


An uncomfort;i 


silence ensued, 
sorry,’ 



“I am 

' Halvor said at last. 

“It seems that every direction 
we turn, the war brings new 
tragedy. Hid you discover any- a 
thing on your journey that would 
lend hope?” 

“My companions lost their 
lives for nothing. Past the Wastes and 
the Yavimaya River, there is nothing. A 
few clutches of dwarves and gi>blins, and many * * 

beasts of every description. But we found no other 
people who could come to our aid, no other civilized 
land. Kjeldor faces LimTYil alone.” 

1 Ialvor nodded. “I feared as much. This is not a time j 
for civilization and growth. We do well just to endure thh 
terrible cold, and with the necromancer’s forces growing, simj 
survival becomes—” 

There was a small sound, a sniffle, and rhe group turned it-,* 1 
the little girl. A tear rolled down her cheek. “They’re goiny * , 
aren’t they?” Kaysa cried. “And then we’ll he dead like them. 7 " 

Disa rose from her chair and hefted the ten-veareoki into her an>i 
“No, young one. Kjeld did not build this great land only for us: \ 
and see his dream die. We will win. We will not perish ” 

Kaysa sobbed softly, her head on Disas shoulder. Disa sir v 
child s neck, then jerked in surprise*. 

At the base of Kaysa s neck was a birthmark in the shape- 
crescent moon. 

Kaysa, she said cautiously, “what is this mark on your neu H* , 
always been there?” 

Kavsa lifted her head and mxlded, wiping the tears from her r*. 

What is it, Disa? asked Klazina. “What does it mean?" 

Disa smiled and hugged the young girl. “It means the wha > 
turned, Klazina. It means the wheel has finally turned.” 

Klazina kxiked at her, her mouth forming a question, when hu> 
boomed at the dix>rs. “Perhaps not all are cowed, after aUrHahorcddl 
out happily, as he walked to the back of the church. He pulled the ^ 
c oors open, turning his face from rhe Hast of wind and Howim: <ne* [n| 
the doorway stood a tall man in flowing robes of crptaOnebke His MI 
was long and white, and he clutched a gnarled wcxxlen staff. 

k°lbjorn. Disa cried, her face suddenly lighter. She >f i 4 
aR ^ ou ^°* n k r here? 1 low did you get through the storm?' 

u* Elder Druid of the Juniper Order stride forward and cl - . 
the doors behind him. “The winds are the breath of Prevail*, mitk 
n rm ier spirit, he said solemnly. “The snows are her tears, andthoi 
P CS ,/ S ^ nve ’ ^ h>w c ^d I get through the storm? How could 11*<- 
rrvyali.se watches and Frcyalise protects.” I lis voice possessed jn ait.« 
sternness and authority. 

I is<i s smile faded. ‘You haven’t changed. Ycxj cannot speak forn 
words without ‘Freyalisc’ being three of them." 

1 J' lrn looked at her sternly. “Nor have you. You cannot spe.ss 
words without being impertinent." 

ah or absorbed all of this, then sjx>ke. “What are* you doin^Ltf 
i , r K U1HK ^ s ‘ ^ hs v °ice was quiet but hard. “I thought you .inJ ih 
f Kr l n * Ksnever Fyndhom, let alone ventured into the counm • ri 
y, ' Cn r ^ C c ^ ves y° u dwell with are* more prone to travel.” 

K 1*7 '^gbts seated at the table watched with interest. A - 

1 L >rn . Lucilde stixxi up fn>m the table. “The Elder 1 Vuid? 1 tb j 
y ° U must have died years ago.” 

... } Inan * s htxik his head. “I see. I chix>se not to travel 

You n J , ra r S f ° r a ti,ne ’ they think I am dead. 

YOU ° VCTValue th " attraction of your land.” . .. 
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“Enough!” said Disa 
harshly. “Kolbjorn, I 
don’t know what has 
brought you here, but it is 
gocxl that you have come. 
This child, Kaysa.” She 
gestured to the girl, who was 
looking at Kolbjorn with a smile 
on her face. “She has the mark, 
Kolhjom. The wheel has turned.” 
Kolbjorn nodded. “That is why 
1 have come. Freyalise has guided me 
here to bring this child hack to Fyndhom, 
to join our order, and to take my place when she 
comes of age.” 

Itahvrs face reddened. “Druid, I think you presume too much. This 
child is a ward of the church, and under my protection. She is following in 
thcto'tsreps of Kjeld, learning the honor and tradition he established for 
the kltennent of all. You and your tree-goddess must look elsewhere.” 

Ka\>a looked from the priest to the druid, silent, her smile gone. 

The Elder Druids expression softened. “This place is hallowed 
tfuund, and I do not mean to of end you, nor he whom you adore. If you 
. Jo not wish Kaysa to leave you, 1 respect your request. All of you will die 
von; I shall protect Kaysa until then. Afterward, she and I shall return 
re Fyndhom, without dishonoring your wish.” 

Kla:ina 'poke first. “Dead? Us? What: are you talking about, dmid?” 

Thi' village is surrounded by the legions of Lim-Dul. They have 
| slaughtered every person in every house, on every street. The six of us are 
* rhe only living things in Mikkel, and they will come for us next.” 

Lucilde blanched. “All those doors we knocked on...,” she said halt- 
» ingly. “And behind them... 

Halvor stnxle forward, his face red with rage and tears. “You knew ot 
tlii'.' Y<>u knew that these people would he slaughtered? And yet you slid 
nothing.’ Monster! Demon!” 

Kolhjom focused his steely gaze on rhe priest. “I had ns) prior knowl¬ 
edge ot these events. I mourn the loss of all life. 1 am here only to dis¬ 
charge my dutv. This child hears the mark ot the Elder Dniid, the same 
murk I hear. It is her fate to take my place and lead our order.” 

Halvor tixT a step hack, horrified and uncertain. 

* u Aigue larer!” Lucilde shouted. “It this is tme, we must prepare. Tire 
dead could be at our dsx>r even now!” 

KolHom nodded. “Indeed, they are. They, and the one that leads them. 

“Lim-Dul? Lim-Dul is here?” Disas voice betrayed her shs>ck. 

The doors of the church opened a thirsl time, and another knight 
entered. 11c was tall, and his linen surcoat bore a flaming phoenix: the 
crest of the Knights of Stromgald, the proudest and fiercest of the 
Kjeldoran forces. He closed the doors and turned to hx>k at the group. 
Behind him, the wind still whistled through the cracks in the dix>r. The 
wind, or something worse. 

“Klazina... Lucilde. It is gixid to see you here, he said in a low, 
strong voice. 

“Avram Garrison! Thank Kjeld,” said Klazina. We will need your 
sword and your valor, for this village is infested with the dead. Kolbjorn 
says even Lim-Dul may be among us. If his forces have reached this far, 
they’could he at Krov by dawn!” 

The knight ntxlded his helmeted head grimly. T>u are right. Thar 
is ‘Hir plan. But Lim-Dul is not with us.” Avram pulled off the helmet, 
revealing his face: pale and green, the flush of life gone and a cold fire 
timing in his eyes. 

Klazina gasped and drew her sword. He is one of them! They ve 
taken Avram!” 

Kaysa stepped next to Kolhjom and clutched his robe with one small 
fist. She stared at Avram, her face full ot silent accusation. 
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The druid shix>k his head, putting his hand on Kaysa'' shoulder. 
“They could not take what was freely given.” 

Lucilde, too, had drawn her sword. “What do you mean.” 

Avram laughed. “He means that the Knights ot Stromgald have 
finally achieved our destiny. ‘Kjeldor for Kjeldorans!' has been my cause, 
now more than ever. Those who nile our land are weak and without 
honor. They haggle with elves, traffic with dwarv es, and give food to the 
wild folk of Ralduvia. I believe that such abominations deserve only one 
verdict: death. Lim-Dul bears that gitt to the deserving.” 

“Bastard,” Lucilde said in a low, angry voice. “Y ui are without honor! 
You swore an oath to protect Kjeldor!” 

“1 have broken no oarh. I serve Kjeldor, and the tme Kjeldorans who 
are its rightful subjects. But who are the true Kjeldorans? Our leaders in 
Krov? Our plump, decadent merchants? You? I think not. 

“The true Kjeldorans gave the greatest gift to their country: their 
lives. The true Kjeldorans fought with honor, and died with honor, 
for the land they love. Let the cry ring loud and long: Kjeldor t* >r 
Kjeldorans!” 

Glass shattered. The howl of the storm broke in like a scream *»f 
the damned. 

“And if Kjeldor is not for the undeserving Kjeldoran living,” 
Avram said, raising his arm, “then let it he for the deserving 
Kjeldoran dead!” 

The corpses leapt in the windows and hurst through the dtw>r', howl¬ 
ing. Their bodies were pale, yellow-green, bloated wit h gas and swelling 
with unholy vitality. They bore terrible gashes and tears that exposed 
black organs. Some lacked eyes, others lacked hands. None had a soul, 
nor a heart, nor mercy. 

“Kjeldor!” screamed Lucilde. She and Klazina moved like light 
ning. They kicked over the nearest pews, tripping the front rank of the 
undead. First Klazina, then Lucilde, lay open the bellies of rhe attack 
ers. The creatures jerked hack as their innards spilled to the floor, then 
they collapsed; the stench of their rotting flesh filled the church. 
Kaysa screamed. 

From her belt Disa unhooked a mace. Behind her, Kolhjom began 
mumbling under his breath, Kaysa still at his side. Disa stepped forward 
and swung the mace into an attacker’s skull. The undead soldier 
bellowed and fell. 

Halvor tried to reach the knights, but two creatures cut him off. 
He swiftly moved his hands in the air, and as they moved they left a 
trail of brilliant sunlight. The trail solidified and within moments 
became a solid disk. This he seized and thrust forward, and as it 
contacted undead flesh, the soldiers melted and their hones dissolved. 
Disk and soldiers vanished. 

Avram Garrison stood at the dix>rs of the church. He watched the 
melee with calm interest. Near the altar, Kolbjorn continued to mumble. 
None of the dead had approached him or Kaysa. 

Lucilde and Klazina moved from opponent to opponent, trading 
blow for blow. These were two of the most skilled knights in Kjeldor, 
and they fought with fury. The dead fell around them like stones. But 
they were only two, and the dead were many. As fast as a soldier fell, 
another ran forward. Still others pressed against the windowsills, howl¬ 
ing and clawing, trying to scramble into the church. More roamed the 
street outside, setting houses aflame. 

Lucilde and Klazina realized their cause was lost. There were far hx) 
many dead—easily enough to take the village, perhaps enough to take 
the city of Krov. St)on both knights would tire, hut their hx*' never 
would. The legions of Lim-Dul would slay them—and come the dawn, 
they would rise again and join the undead. 

Klazina caught Lucilde’s eye. There was sadness in her gaze, a 
wish for a better world than this world of ice and death and regret. 
There was no hope in Klazina's eyes, and Lucilde had none to give. 
They were lost. 
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“Kawi!” cried Halvor. “Come, child!” 
He gestured frantically to the girl, then 
saw her lips moving. Confused hy the surety 
V that burned in her eyes, he strove to make out 
what she said. 

Then he understood. 
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Kolbjom’s chant swelled: not the altered, adulterated Benediction of 
Kjeld, but the true words, the Benediction of Freyatise, the words of 
power chanted hy dniids and elves for years. Kaysa chanted with him, 
her voice louder than Halvor thought possible. He was amazed at the 
' strength and serenity in her young eyes. 

Nearby, Disa and the knights barely noticed the chanting as they 
fought to keep the dead at bay. They were fighting hard, hut they were 
tiring quickly. 

Suddenly the dead paused in their advance. The knights tensed for 
the next attack, hut the legions of Lim-DQl stood unmoving. Klazina 
‘ searched for their leader, and saw Avram still near the door, his head 
turned slightly as if listening. 1 iatred and fear contorted his features. 
Then she and the others heard it, the howl of the storm, a shrill, 
whirling cry that drowned out the roar of the unliving. As they 
listened, the howl became a woman’s cry, then a womans song: the 
song of Freyalise. 

rs The hair at the nape of Disa’s neck stood up as she felt an infusion 
of life and power. It almost lifted her off her feet; she was filled with 
joy and the passion of living. She could see the same power in her smil- 
ing companions. 

Beyond them, the dead sagged. Tire life that flowed into the walk¬ 
ing corpses brought them pain and suffering, reminding them of what 
they had been before Lim-Diil claimed them. Unable to withstand the 
awesome force of life's power and beauty as it coursed through their dead 
veins, they moaned and collapsed. 

The song peaked and faded. The group stood in the church 
surrounded by dozens of corpses. 


• 1*-* p v'*' r . " f Tc 

Dawn came, bringing no new undead but only 
• . peace and warmth. The storm had ended, and a 
JL bright day had begun. Kolbjom and Kaysa ''at 
inside the church, eating bread. They Held no 
interest in the fate of the dead, and had 
' seemed confident that all would he well. 


_ 


Instead they had spent the morning talking quietly about things th- 
others did not understand nor pay attention to. 

Halvor and the knights came in. “All the folk of Mikkel are dead,' 
Halvor said, his eyes red from crying. “They lie in the streets, as though 
an entire procession had all at once fallen asleep.” 

Klazina coughed. “At least they didn’t rise again with the dawn. Wei 
can give them all the burial they deserve.” 

“We’d best get to digging,” Lucilde said. “There’s lots to be done/1 
She and Klazina headed back outside. 

Kolbjom watched them go, his fingers ruffling Kaysa s hair. “PraiseI 
Freyalise. She delivered us from a certain fare.” 

Halvor nodded slowly. 

“I’m going to the forest,” Kaysa said. 

“This is your choice, Kaysa?” Halvor asked. “Are you sure of this/ I 

Kaysa nodded. “The green-woman is my mother.” 

Halvor sighed. “I won’t dispute the miracle I witnessed. Nor will 1 j 
stand in your way. Kaysa may accompany you to Fyndhom, Kolbjom.’' 

Kolbjom looked up at the priest. “It is good that you have reached 
this understanding. We serve the same purpose, you know: the preset* 
vat ion and celebration of life.” 

Halvor smiled slightly. “We didn’t have much to celebrate yester-1 
day. But this is a gcxid day.” He walked into the kitchen to fetch more [ 
bread for the druid and the druid-to-be. 

Disa sat down beside Kolbjom, who stared out the window ar the 
morning sun. “So, Kolbjom. Did you miss me while I was gone? I can 1 
never tell with you.” 

“I value all life, Disa. Even such a troublesome and impertinent lire I 
as yours.” 

She cocked her head at him quizzically. 

Kolbjom allowed himself the merest trace of a smile. “All right. [ 
Perhaps especially such a life as yours, restless one.” 

Disa t(x>k his hand and held it in hers. “I’m not always restless, hus- ! 
hand. And I always come home.. .sooner or later.” 

«*HOKs 

Lucilde and Klazina stood outside the church, surveying the fallen. 9 

‘We won a victory here, thank Kjeld,” said Lucilde. She frowned 
“Or Freyalise. Or whoever.” 

I suppose so,’ said Klazina pensively. “But Lim-Dul commands ' 
many legions. The war goes on.” 

Lucilde shook her head. “The war can wait, Klazina. We’ve got I 
digging to do. She walked down the street, in search of a shovel. *J 

Klazina sttxid a few moments longer, watching the stride of her j 
companion. She looked over rhe bodies again, and frowned. They hu: 
searched the church and village thoroughly, both last night and this g 
morning, and still they had not found the body they sought. 

Where was Avram Garrison ? 















DWELLERS 


The Magic Rules You've Never Heard Of 
by Tom Wylie 




11NCE THE INTR0DUCTI0N ©E mAGIC, 
’•UNWRITTEN RULES" HAVE BEEN A CHR0NIC PR0BL€m. THESE WERE RULES THAT THE 
DESIGNERS ASSUItlED T© BE TRUE WHEN THE CARDS WERE WRITTEN, BUT WHICH DID¬ 
N'T ACTUALLY APPEAR IN THE RULEB©©K ©R ANYWHERE ELSE IN PRINT. IN FACT, 
©NLY PE0PLE WITH ACCESS T0 VARI0US f©RUms ©N THE INTERNET WERE AWARE 
0F THEm. PERHAPS THE m©ST FAIT1©US UNWRITTEN RULE STATES THAT AN EFFECT 
CAN'T TAP A CARD WHICH 1$ ALREADY TAPPED (©R UNTAP A CARD WHICH IS 
UNTAPPED): THIS IS THE RULE THAT ST0PPED HIAZE 0F ITH FR©m TARGETING AN 
ATTACKING SERRA ANGEL. AS THE GAITIE GREW, IT BECAHIE CLEAR THAT THESE 
.UNWRITTEN RULES WERE GETTING ©UT ©F C©NTR©L. RATHER THAN SIITTPLY 
BEING ABLE T© REFER T© THE RUL£B©©K AND THE CARDS, PLAYERS WERE 
ALITI0ST REQUIRED T© HAVE A SEPARATE REFERENCE GUIDE T© PLAY THE 
GAITIE AT A S©PHISTICATED LEVEL. THE RULES SYSTEIT1 WAS BEC0ITIING A 
PATCHW0RK ©F "BAND-AIDS" INTENDED T© FIX INDIVIDUAL PR0BLEIT1S, 

BUT THIS PATCHW0RK DIDN'T mESH WELL AS A WH©LE. 

JP©R THE m©ST PART. THESE UN¬ 
WRITTEN RULES WERE INCLUDED WHEN WE UPDATED THE RULEB00K. 

THE F0URTH EDITI0N RULEB00K INCLUDES A HANDFUL ©F RULES THAT 
WERE N©T IN THE REVISED RULEB00K. AND IT ALS© CLARIFIES SEVER¬ 
AL EXISTING RULES. S©ITI£ ©F THE UNWRITTEN RULES. TH0UGH. 

D0N'T APPEAR IN THE NEW RULEB©©K AND ARE N© L0NGER ©FFI- 
CIAL RULES. IN GENERAL. THESE RULES WERE ELHTHNATED T© Slftl- 
PL1FY THE RULE SET AS A WH0LE. THIS INSTALLMENT ©F TIURK 
DWELLERS WILL EXAMINE THE RULES AS THEY EXIST N©W. IN LIGHT 
©F THE m©ST CRUCIAL DELETI0NS FR0IT1 THE ©FFICIAL RULES. 
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H • W TARGfTID IFFfiCTS AM PLAYID 

/ / Then you play an effect, you must first decide whether or not 
VlUthe effect is targeted. With newer cards, determining this is 
fairly straightforward; the word “target” will appear on any effect 
which is targeted. With cards from Raised and cards from expansions 
before Fallen Empires, however, it is sometimes unclear if a card is 
targeted or not, since the term “target” wasn’t used consistently. The 
rule of thumb for older cards is that if you have to decide which card 
or token is affected, then the effect is targeted. If the effect is target¬ 
ed, then you must choose a valid target when you play the effect. 

If the word “target” does not appear on the card, and it’s clear 
that you aren’t deciding who or what gets affected, then the effect 
is non-targeted, and may be played whether or not the effect would 
actually do anything. Note that any effect which removes a card 
from the graveyard (either removing it from the game or putting it 
into play) is considered to target that card, since you have to 
decide which card to remove. 

Under Fourth Edition rules, you should he able to determine 
whether a target is valid simply by looking at the text on the card 
being cast. For example, it a spell says “target creature,” then it can 
target any creature in play. Even if a spell taps “target creature,” the 
word “creature” is the only criterion used to determine whether the 
target is valid or not; determining whether the creature is tapped or 
not isn’t necessary. Likewise, it a spell says “target creature or player,” 
then either player or any creature may he chosen as a target, and if 
an ability says “target artifact you control,” then the spell can target 
any artifact under your control. 


Effects always resolve as completely as possible. If an effect mo 
“D o one thing and another,” or “Do one thing. Do another.”, then 
both parts of the effect will he executed even if one proves to be 
ineffective. For example, if an effect reads “Tap target creature. That 
creature gets -0/-3 until end of rum.”, then it would lower the tageU 
toughness by 3 for the turn, even if the creature were already tapped. 

The exception is that if an effect says “Do A to do B,” then 
doing A successfully is a prerequisite for doing B. If A cannot be com' 
pleted, then B cannot be completed either. For some of the cards 
using the “Do A to do B” phrasing, A is part of the cost of the effecr, 
not part of the effect itself. For example, if a card says “Sacrifice a 
creature to tap target artifact,” then the sacrifice is a cost which b 
paid when you play the effect and the artifact L tapped when the 
effect resolves. Sacrifices, paying life, and removing counters are all 
considered costs rather than effects. 

H*W D • € S THIS AJ"f*iCT TH« • L D AUMNGSt 

T he unwritten rules set precedents that prompted Wizards of the 
Coast to issue more general rulings. Some of these were obviou* 
without knowing the unwritten rules, hut others surprised people who 
weren’t aw are of the rules that inspired them. The general rulings 
which were changed when the unwritten rules were deleted are listed 
below. Keep in mind that this is only a list of the general ruling* 
which were changed, and many individual cards now* function 
differently. It it’s clear that a card should be interpreted differently 
in lighr of these changes, use the new mling even if the card isn’t 
mentioned here specifically. 


Another word on older cards: most of the older cards which 
prevent damage talk about preventing it to “any target,” “target 
creature,” or to whatever the effect prevents damage for. Actually, 
these effects target the damage, not the victim of the damage. For 
example, it is possible to use Healing Salve to save a Black Knight, 
as the spell targets the damage, not the Knight itself. 

Previous versions of the rule* assumed that a targeted effect 
could only be played if it could actually do something to a target. 
When these rules were eliminated in fourth Edition, the projected 
result of a targeted effect became unimportant, just as w ith non-tar- 
geted effects, if,you can find a legal target for an effect, then you sim¬ 
ply play the effect on that target. In many ways, this is the most 
crucial change to the rules, as it overturns several old rules of thumb. 

H#W T • INTI AFRIT THI TflXTS • f> IFFICTS 


ONE J ONE 

Maze of Ith vs. Serra Angel. Under the old rules, it was 
assumed that if an effect tapped (or untapped) something, the 
target needed to he untapped (or tapped) for the effect to resolve 
successfully. Since you can now determine if a target is legal simple 
hy l<x>king at the card text, this rule no longer exists. (For exam 
pie, an effect that taps a “target creature” will apply to any one 
creature in play, tapped or untapped.) If an effect requires that it* 
target he tapped or unt apped, the card will state this (for example, 
target untapped creature”). Since Maze of Ith doesn’t say “target 
tapped creature, you can now use it to stop an untapped attacker, 
such as a Serra Angel. 

By extension, Phyrexian Gremlins can now target a tapped 
artifact, since the card doesn’t say “target untapped artifact,” and 
Winter Blast can damage a flying creature that is already tapped. 


I f an effect requires one or more targets, check ro see if each target 
is valid when the effect resolves. If a given target is no longer valid, 
then the effect fizzles with respect to that target and does nothing to it. 
li an effect fizzles with respect to all of its targets, this will also cause 
anv non-targeted portion of the effect to fail. For example, an effect 
that reads “Destroy target artifact- Gain 2 life.” would fail completely if 
the artifact was removed from play before the effect resolved. 


TWO ^ TWO 

Stone Rain vs. Consecrate I .and. Consecrate Land prevents the 
enchanted land from being put into the graveyard (except by sacrificef 
l nder the old rules, a targeted effecr which would destroy a land 
couldn t target an\ land with a Consecrate Land on it. This is another 












n3 Je winch no longer exists. Since Stone Rain simply savs “target land," 
t ,.Wi ht used on any land, whether or nor the land can he destroyed 
Bv extension, Shatter can target an artifact even if the 
snitaets controller has an untapped Guardian Beast in play. 

Guardian Beast flatly prevents its controller’s artifacts irom being 
. 1 • •'r•'ev 1 while the Beast is unrapped so Shatter can target the 
intact but won’t destroy it. 


THREE Z THREE 

Using Ring of Renewal with no cards in your hand. Ring of 
Renewal requires that you discard one card ro draw two. The effect, 
th lore, won't do anything if your hand is empty. The old rules 
vr!ied rhat the effect couldn’t he used if your hand was empty. 

Under the new rules, this is no longer true. You can use the Ring at 
an\ time, and the effect simply won’t do anything if it turns out 
. ur hand is emptv when the effect resolves. 

By extension, an effect like Disrupting Scepter may he used on 
a player with no cards in hand. 


FOUR 


i 


FOUR 


Using Radjan Spirit on a creature without flying. An effect 
which would remove an ability can now’ he used on a creature that 
doesn’t have the ability the effect would remove. 

By extension, I Iammerheim may be used on a creature with no 
landwalk abilities, and Urborg may he used to remove first strike 
tr.<m a creature thar doesn't have first strike. 

FIVE ^ FIVE 

Magical Hack and Sleight of Mind. These effects may target 
i v spell or permanent, and you can choose to change any land 
type or color word with another, even if that word doesn t appear 
n the target. For example, you can always play Sleight of Mind 
* change “blue” to “green," even if the card text on the target 
never mentions “blue." (You must still change the word to some- 
lung else, though, so you could not change ‘ blue to blue. ) 


SIX p SIX 

Divine Offering and similar spells. Divine Ottering is one of * 
several spells that bury or destroy an artifact, but that also have 
some part of the effect that is non-targeted. In the case of Divine 
Offering, the non-targeted part of the effect is to grant life equal to 
the target artifact’s casting cost. At first glance, it might appear 
that Divine Offering would grant life even if the target disappears, 
since the effect is phrased “Do A. Do B," where A is destroying the 
target, and B is gaining life. Remember, though, that if all of the 
targeted parts of an effect fail, the non-targeted parts fail as well. If 
the target for Divine Offering disappeared or otherwise became an 
invalid target before the spell resolved. Divine Offering would not 
grant life to the caster. 

By extension, ('rumble will not grant life ii it fizzles against its 
target, and Detonate w ? on’t deal any damage if the target disappears 
or becomes invalid. 


fiRRATA 

WJJecause the rules have changed, certain cards have become 
JCJ“hroken" since they were written under the old rules. Most of 
these changes are not crucial to the play of the game; for example, 
whether Maze of 1th works against Serra Angel isn’t important and 
doesn’t “break" either card. 




w 


In some cases, though, the behavior of a card is severely 
changed, and errata needs to he issued so the card can function 
reasonably under the new rules. The cards drastically affected by 
the simplification of the casting rules are listed below. If you plan 
to play these cards under rhe new rules, use the errata. 

Eater of the Dead: “0: Untap Eater of the Dead to 
remove target creature in rhe graveyard from the game." 


Geyph of Destruction: “Target Mocking wall you con 
trol gets +1Q/+0 until end of turn. Until end of turn, any damage 
dealt to that wall is reduced to 0. Destroy the w T all at end of turn. 


GREED: Pay 2 life to draw a card. Effects that prevent or 

redirect damage may not he used to counter this loss of life." 

Tourach’S Gate: The fast effect should read “ 0 : Tap 
target land Tourach’s Gate enchants to give all your attacking 
creatures +2/-1 until end iff rum." 


AT ISSUE* LETTING THE CARDS SPEAK 


As cirds are promoted from expansion sets to the Magic: The Gathering 
h .iMc x*t, or as they migrate from one edition of Magic to another, they 
voisionally — well, okay, fairly routinely-—have the card text on them 
updated. Some of these changes are merely cosmetic, while others change 
bow the card actually works. (See “A Guide to Fourth Edition on p. 7.) 

Stpp<>H.‘ you've got these updated cards, and they suddenly do something 
different from the older versions of the same cards. What Jo you do w it h 
them? Do you play the old cards using the new card text s, or do you “let 
the cards speak" and allow different versions ro work differently. As of 
tlm writing, the policy of the Duelists Convocation is to play with cards 
as they are written, and not to always use the text from the most recent 
printing of a card. Ultimately, though, the Convocation will have the 
means to provide players with a list of the most recent card texts, and as 
' on as this lisr can be easily distributed, the policy will change. 


There is a certain elegance to just playing cards as written; if nothing 
else, you don’t have to carry around a stacks of paper telling you what 
your cauls do. But this can he confusing if, for example, all three ver¬ 
sions of Fog are floating around your play group: only the Fourth Edition 
F\>g can be played at any time, and only the Revised Fog will stop effects 
like Thicket Basilisk from working. If conflicts in card texts are com¬ 
mon enough, the conflicts might cause more contusion than having to 
refer to a reference sheet occasionally. 

Each group of players is going to have to settle this issue on its own. 
Should everyone he playing using the most current texts’ Some of the 
card texts were changed because they made rhe cards abusive or unbal¬ 
anced; is it fair to use the old text from these cards against new players/ 
The Duelist invites you comments on this issue. Send your thoughts to: 
At Issue, c/o The Duelist , PO Box 707, Renton, WA, 98057-0707. 
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Enter to win one of over 1,000 prizes in the by the artists, limited edition lithographs, and 
coolest contest ever! Prizes include an much more! Look for details and entry forms 
original work of art, a customized deck of where you buy Wizards of the Coast 
Magic: The Ga*hering-lce Age™ cards signed Deckmaster™ trading card games. 
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& KILLER COLOR 
ASSORTMENT: 

Receive 4 rares, 5 artifacts, and 
45 uncommons of the Magic ” 
color of your choice from a mix 
of Legends™, Dark”, Revised”, 
and Fallen Empires”. 

— Only $19.95, shipping included 


& GIANT GRAB BAG: 

500 uncommon and common 
cards from a mix of Legends, 
Dark, Fallen Empires, and 
Revised. Over a $250.00 value. 
— Only $49.95, shipping included 

These offers good in the Continental U.S. only 



Pre-buy Chronicles” Now —\ 

Order Early! _ 
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used xoorldwide. Call today for your free 
catalog and join the over 10,000 collectors 
and retailers who use and trust Iguana's as 
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We spend thousands weekly to obtain the 
best inventory for our customers, and will pay 
top dollar for your cards. Call today for a quote 
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American Civil War 
Trading Card Game... 


Collectable 

Each Dixie deck contains 60 cards, selected 
from 200 different cards. The cards are printed 
on premium card stock in full color from 
original art by Eric Hotz. 


D ixie is an exciting 
new card game 
{hat captures the drama 
and excitement of 
Civil War battles. 


Illustrated above (at reduced size) are the cards for 
Thomas (Stonewall) Jackson . Confederate Sharpshooter 
and the N.Y. 69th (Irish) Regiment . 


Columbia Games Inc. 
P.O. Box 3457, Dept. WC 
Blaine, WA 98231 
800/636-3631 


Visa & MasterCard Accepted 


Left 


Dixie is a tactical card game. Cards 
are played in a battle array that 
reflects the Right, Center, and Left of 
i opposing battlelines. Regiments 
^attack and defend aided by Generals. 
Terrain and Special cards promote an 
'endless variety of games. 


Middle Ground 


Historical 

One card exists for every regiment, battery, 
and general at 1st Bull Run, also known as 
1st Manassas. A new expansion deck based on 
the battle of Shiloh is now available. Future 
expansion decks will deal with Antietam, 
Gettysburg, and Chickamauga. 

Affordable 

Each deck of 60 cards sells for just $8.95. 
Dixie is available worldwide in game, book, 
hobby, and card stores. If not available in your 
area, send for our free catalog, or call our 
toll-free number below. 
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How To Tviie 
Sealed Deck. 

IK 

by Mark RosewauY 




It s your first Duelists’ Convocation sealed-deck tournament. You buy a 
Magic starter deck and several booster packs and sign up tor the event. 
S>on .liter you arrive at the tournament site, the tournament coordinator 
begins to explain the rules. “Okay, everybody. It s time to start. Open up your 
cards and take forty-five minutes to build your deck. Go.” Only one question 
races through your mind: What am I supposed to .l> ntw! Fear not. This article 
will walk you through the fundamentals ol scaled-deck construction, from the 
cracking open of the deck to the sideK Girding in actual tournament play. 


U/hy Sealed Deck? 


\ 




. The sealcd-deck environment offers a number of unique challenges 
for both novice players and old hands. Emphasizing deck-building 
. and playing skill over card acquisition, sealed-deck tournaments 
\ allow all Magic players to compete on an even playing field by 
JL restricting them to smtiliar resources. For this reason they are 

1 like an opportunity to 
still having a chance 


restricting them to similiar resources. For tl 
\ very popular with new players who warn Id 
take on more experienced players while > 


Begin by counting how niAny 
lands you have of each color—more 
often than not, land distribution will 
be the deciding factor in which colors you 
choose to play. After all, you aren’t going to play- 
black with only two swamps. (There is a tournament 
variant permitting you an additional four basic lands from the judge; when 
using these mles, you should allow your spells more weight in deciding wlmi: 
colors to play.) Next, examine your selection of spells. As you count each 
color’s cards, keep track of how many are creatures. Sealed garner are, by 
their design, frequently creature games; you simply don’t have the luxury of 
ignoring a third of your cards. Direct-damage spells and other w avs of doing 
harm to your opponent are infrequent and, in the sealcd-deck environment, 
a v ery- valuable commodity. When considering colors, always give extra 
attention to X spells and the like, but keep in mind that creatures are a von 
efficient way to damage your opponent. 


to win. Sealed-deck tournaments also draw many intermedi- 


Tj ate and advanced players; by “recapturing the early Magic,” 
tins format encourages players to reexamine all of the cards. 
As a friend once put it, “Sealed deck is great because you 
can actually get excited over a Jump.” 


RiPPinG Off The PlasTIc 


fj You only have forty-live minutes to build your deck, so 
leG get started. There are a few key points to consider 
as you begin: remember that sealed-deck tournaments 
require only a forty-card deck, that playing multiple 
colors is inevitable, and that you will he allowed 
access to all of your unused cards between games. 

After opening your packs, divide your cards into twelve 
piles—one pile for each of the five colors, one for each 
of the five basic lands, one for non-basic lands, and 
one pile for artifacts. The first decision to make is which 
a 'lots to play. 


Ideally, you would like to restrict yourself to two colors, hut more often than 
not, this i> impossible to do w-ith the cards provided. Nonetheless, a gtx*l: i 
of thumb is the fewer the colors, the better.” Mom sealed decks will he thro 
colors, while a few will he tw’o or four. If jvissihle, never play with five cok 
(The chances of making a one-color deck are somewhere just below the 
chances of winning the lottery’.) With that in mind, consider this sealed-dcT 
convention: minicolors. If you have one or two very gtxd sjxlls with 
little else in that color, you may want to stick in those spells along with a te* 
lands of that color. As the average length of sealed-deck games is longer, it ' 
more forgiving to multicolored decks. This should he done sparingly, howe'er 
and onh when the added spells have major importance in the deck le.g. 

11 rehall). Remember, too, that sealed-deck rules allow vou a minimum deck 
size of forty cards and that, in general, you want to he as cl<»se to this number 
;is possible. Since resources are frequently minimal in sealed-deck games, you 
need to increase the probability of drawing th<»se resources; nothing help* Jc 
this better than keeping your deck small. 



I la\ ing counted up your lands, Njxdls, and creatures, yt hi now have to decide 
w hich colors will give you the best chance of w inning. Generally, black. 

green, and red have more to offer, since all three 
have more creatures in the Magic: The 
Gathering basic set than either Hue or white 
Black and red also have direct-damage spells. 
For these reasons, most sealed decks will have 
one of these three colors as their primary color. 
If possible, play with just lands of the 
colors you need. As this often isn’t possible, keep 
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as fillers. 

worst lands to use for this are forests 
and islands because both have a common 
creature (Shanodin Dryads and Sea 
Serpent, respectively) with landwalking 
abilites. Mountains, swamps, and plains are 
all vulnerable to uncommon cards that can 
i player using those lands (Burrowing, IVvg Wraith. Karma. Flashftres); 
plains are by tar the safest filler land, primarily because few people play 
■ in a sealed'deck environment. 


The Draft 


even have chosen your odors, you must decide which cards you wish ro 
! k. Lets start wirh your in ana. Since you cannot rely on mana'supporting 
; like Dark Ritual or Llanowar Elves in a sealed-deck environment, you 
iU run vour mana percentage rather high (my reontunendation is u>rty 
■ro-ur 'ixtcen cards in a forty-card deck). You should wait to pick your 
: mana until you know which spells you need ro support. 


\ . . u w.mr to consider your creatures. As the core of your deck’s offense 
f : .iefense, creatures should compH- at least a third of your deck. In a forty- 
mi .L . k. that comes to thirteen cards (although 1 personally like to go up to 
: • . ' W hen deciding which creatures to choose, keep the following in 
Fiim, since you know that the game will likely he a creature game, you 
u mt real ares with abilities that give you an edge in this setting. Offensively, 
’ mi that \ou need creatures with evasive abilities—that is, you would 
v cures rbar your opponent won’t, be able to stop. The most valuable 
c ;v ihiliiv is flying. In a sealed game, flying will often spell the difference 
irn winning and losing. The next most useful evasive ability is 
r liking. This isn’t quite as useful as flying—you’re depending on your 
; r.i-n? to have a particular land- - but in a sealed environment where most 


*p!e are playing three or four colors (and many with filler lands), your 


aces are much better than in a traditional Magic game. (The best creature 
w tegorv is probably the Shanodin Dryad; it is not only common but 


chance of running into forests in a sealed environment is very high.) 
us r checking lor evasive abilities, check which social abilities your 
iTiires have. Tlie lY<\bgal Sorcerer, tor example, proves invaluable because 
> . its direct-damage ability to either harm your opponent or to hurt 
:•> .-'T her creatines. In general, any creature which can provide you with 
Jirect damage, or creature destruction is a good resource to have in a 
lit deck. The third consideration is finding a balance between the small, 
c d cast creatures and the big, expensive ones. The biggest misconcep* 
v ncerning creatures in sealed games is that it is the high-powered ones 
a: tiu- gainer. While tlie large, land-bound creatures often play an 
rr mt role (usually blocking your opponent’s big, land-bound creatures), it 
‘ c creatures with evasive abilities (Phantom Monsters, Bog Wraiths, Mesa 
. > etc.) that tend tv> win the game. 


After the creatures are selected, its 
time to fill up the lasr ten to 
twelve slots with spells. As noted 
earlier, the spells which prove 
the most valuable are 
those that can do 


any of the following: 
give a creature in evasive ability 

(Fear, Flight, Jump, etc.); provide extra mana (Dark Ritual, Energy Tap, etc.); 
do direct damage (Lightning Bolt, Fireball, Disintegrate, etc.); do indirect 
damage (Wanderlust, Cursed Land, etc.); or destroy permanents (Terror, 
Disenchant, Tranquility, etc.). Pick cards that work well with the other cards 
you have already pur in your deck. For example. Firebreathing is a good spell 
that helps any creature deck, but it becomes golden it you happen to have a 
Dwarven Warriors to pair it with. Also, avoid cards with very specialized 
uses—Shatter will only help, for instance, if your opponent is playing artifacts, 
which are rather sparse in sealed-deck games. Finally, always take a look ar rhe 
casting a*t. The biggest novice-killer in sealed games is referred to as “two- 
mana syndrome.” By snicking up on t<x> many cards that require two mana of 
a particular color to cast, the player becomes paralyzed when he or she can 
only get one land of each type out. A< a rule, unless you have at least five of a 
particular land, don’t pur any spells wirh multiple color requirements in your 
deck—and even then, be cautious about the number you include. 


LeT The Game BEGin 


(Vice the tournament begins, deck construction still isn’t over. There are 
still sideboards and ante to consider. In a sealed game, your sideboard is every 
card you started with that you didn't put in your deck. Between duels, you 
are allowed to use your sideboard and change your main deck by adding or 
removing whichever cards you w ish. Unlike sideboarding in Type 1 and Type 
II events, you do not need to swap cards in and out on a one-for-one basis. 
This means that you can completely change yiHir deck between duels 
(although there are time limits, so you must make any changes quickly). 
After the first game, when you’ve gotten a sense of what your opponent’s 
deck can do, you can make slight alterations to your deck to 
compensate: swapping in voui Circle of Protection: Red 
to shur down your opponent’s red direct-damage deck, 
for example. The easiest way to simplify sideboarding 
is ro group beforehand all the cards that you think 
you might need. These sideboarded cards will most 
often include any card that only works effectively 
against a particular color (Karma, Lifetap, Red 
Elemental Blast, etc.). Also, lx* careful not to warp 
your deck too much against a particular strategy 
since your opponent will also lx 1 sideh >arding and 
might remove the very thing you are working to 
protect yourself against. 



Also remember that your deck can constantly 
evolve as you win or lose cards in the ante. Tlie 
key is not to be afraid to change your deck as the 
tournament advances. Even it you reject black early 
on because 1 you only have two swamps, you may find 
that black is a viable color after a "ingle match in which 
you win two more swamps. Of course*, you should trv to 
make major changes only between matches when you will 
have more time to work on altering your deck. 



A FIiial Word 


Tlie firsr time rhar you try to put together a sealed deck, you will 
probably want to use most of the forty-five minutes given you. Bur as 
you start becoming accustomed to the ins and outs of sealed-deck 
construction, you will find that you can complete your deck in well 
under half the time provided. When composing a sealed deck, remember 
i treat every card its if you are seeing it for the first time. More often 
than not, the w inners of sealed-deck tournaments are the people who 
n*ok every advantage their decks had to offer. Maybe they didn’t 
have everything they wanted, but they used everything they had. 
And that, more than anything, is what it takes to win in a 
aled-deck enviri>nmenr. 
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by Paul Peterson 



ow you've done it. You've slowly built up a reputation as an execellent Magic™ 
player with some amazing decks. You began with your starter deck and some boosters 
to build a nasty red-and-green monstrosity that is now feared by all. You've retired 
several of your concept decks after your friends tired of being repeatedly killed by 
Firebreathing Walls of Wood and Animated Aladdin's Lamps. Your friends all turn to you for advice on deck construction 
so they can beat each other. Everything seems to be going great until , one day , Mr. Suitcase (while beating your new 
deck) mentions tournaments. There's an upcoming Duelists' Convocation-sanctioned tournament that he's entering , and 
he wants to know if you are planning to enter as well. You haven't actually considered it before , but now your friends 
have heard about it and are expecting you to enter. So you'd better start working on a tournament-level deck. 



. 
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Magic in ;i tournament environment is 
completely different from Magic in other 
types of play settings. In friendly games, 
vour decks are not usually designed with 
ultimate lethality in mind; they are 
designed to he fun to play. You want to see 
how many token creatures you can get out 
or whether you can turn all of your oppo¬ 
nent's cards green. These kind of decks are 
fine in a friendly game because your oppo¬ 
nents are likely to he playing with similar 
concepts in mind. Tournament decks, on 
the other hand, are designed for only one 
purpose: winning. They are as lean as pos¬ 
able, distilled down to only power cards 
while still staying within the tournament 
restrictions* and are frequently stuffed 
with the best cards available. These decks 
are effective, hut many of them aren’t as 
interesting ro play: you will regularly see 
the viine cards coming up to do the same 
things over and over. 

People also behave differently at tourna¬ 
ments. In a friendly game, there is usually 
no problem with taking back an action or 
all wing your opponents to change their 
minds about tapping mana or casting a 
spell. Why not. 7 After all, it’s just a friendly 
game. Players are much more rigid at a 
tournament. The difference between 
winning and losing might be whether your 
opponent remembers to Fireball you for 
2 extra damage because you have a 
('onservator in play. They are also more 
reluctant to remind you to use your 
Prtxligal Sorcerer at the end of their turn, 
before it would untap at the beginning of 
v-urtum (imagine that). Furthermore, the 
>kill level of players in a tournament is 
probably much higher than you are used 
tig they’ll he using tricks against you that 
veuve only read about in The Duelist. One 
mistake is all you’re likely to get against 
this kind of competitor, so careful play is 
vital. You must cautiously consider every 
card you play: should you Counterspell the 
Lightning Bolt that will kill your creature, 
r save it for the Fireball you suspect your 
opponent might use against you? 

Knowing Mr. Suitcase’s intense level of 
play, you set out to design the meanest, 
leanest deck possible: a killer deck built 
using Duelists’ Convocation Type I tourna¬ 
ment rules. The deck construction rules 
are (airly simple: your deck must contain at 
feist sixty cards and may have no more 
then four copies of any single card except 
for basic lands. Generally, the cards you 


use can he any Magic cards rhat Wizards 
of the Coast has put out so far (over a 
thousand, counting Ice Age™ cards). 

Furthermore, you need to abide by the 
Restricted and Banned Lists: cards that 
you are only permitted one copy of in your 
deck and cards that are not allowed at 
all, respectively. The Restricted List 
includes cards that have been determined 
to unbalance the game and must therefore 
he even more limited than normal cards, 
and the Banned List focuses primarily on 
ante-related cards. 

Finally, you are allowed a sideboard of 
exactly fifteen cards. This sideboard is a 
resource that permits you to modify your 
deck between games and matches. The 
only allowable changes to your deck during 
the tournament are made by swapping 
cards from this sideboard to your deck on 
a one-for-one basis. The sideboard can be a 
valuable tool for tailoring your deck 
against the specific strategies or colors of 
your opponent. For example, you might 
keep Circles of Protection or Elemental 
Blasts in your sideboard until you see 
which colors your opponent is playing. Or 
you might wait to see how many artifacts 
your opponent is using before transferring 
Shatterstorm from your sideboard to your 
deck. When building your sideboard, ask 
yourself if there are any cards in the colors 
you are playing that would he great hut 
only against specific strategies or colors. 

If so, then this is the place to store the 
ones you want. 



Okay, with the deck-construction 
allowances in mind, the first step is to 
decide how you want to heat your oppo¬ 
nent. Your two primary choices are direct 
damage and creature attacks, wirh a more 
difficult third choice of running your 
opponent out of cards. Each strategy has 
its own merits and drawbacks and each can 
work well with the other two. The trick is 
to emphasize the merits while covering up 
the drawbacks. 

Regardless of which plan you choose, there 
are certain basic guidelines for construct¬ 
ing a good Type I tournament deck. Of 
course, none of these recommendations are 


w’ritten in stone—you can adjust or 
substitute as necessary. Bur you can be 
certain that many Type I tournament 
players have built their decks in this 
manner. First, if at all possible, obtain a 
full set of Moxes and a Black Lotus. 

Then track dow n any of the cards on 
the Restricted List that are in the colors 
you’ve opted to play. It is unfortunate that, 
in order to have the highest chance of 
winning a Type I tournament, you need 
these cards. This is nor a 100 percent 
die-hard rule; you can certainly construct 
really great decks without these cards. 

That same really great deck, however, 
will usually be better with these cards 
than without. 

For this type of tournament, you also don’t 
have to w'orry tin) much about how many 
colors you are playing, as long as you have 
the appropriate multi-lands. These will 
allow 7 you to play multiple colors without a 
sizable loss of flexibility. When considering 
mana sources, the City of Brass is also a 
solid choice, as it can produce any color of 
mana as long as you are willing ro rake a 
point of damage. Keep in mind, though, 
that playing five colors is always risky, as is 
playing with a lot of spells that require 
mana of more than one color to cast. 

We will assume that by h<x>k or by crook 
(or by monumental trading skill), you now 
have all the cards you need. So now it’s 
time to pursue your choice of strategies tor 
defeating your opponent. The first of these 
strategies is direct damage. 

A deck designed to kill your opponent 
with spells instead of creatures has some 
inherent advantages. It is extremely 
versatile—it can deal equally well with 
either your opponent or with his or her 
creatures, and ir is usually fast. Direct- 
damage decks are also relatively easy to 
construct, and red is the obvious choice 
for your major color as it has more direct 
damage than any other color. To begin 
construction, you will want Lightning Bolt 
and Chain Lightning—both spells deal 5 
damage for only one mana, making them 
the most efficient damage spells. After 
this, the choices become more difficult - 
Fireball and Disintegrate are the most 
useful overall of the remaining red spells. 
They both deal damage equal to the 
amount of mana you pump into them, 
so they are especially useful for finishing 
off your opponent once you have some 
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lands in play. Earthquake is also a great 
spell because it damages all non-flying 
creatures as well as your opponent, hut 
you have to he willing to take some dam- 
age yourself. These spells will form the 
backbone of your deck. 

Next, you’ll need to select support cards 
for this deck. The single best card to add 
now is probably Fork. It essentially doubles 
the effectiveness of any spell you ca>t and 
allows you to affect your opponent with 
any spell cast at you. Furthermore, since 
you’re using Fireballs and Disintegrates, 
you’ll want to get mana as quickly ns you 
can. This is when you can begin to branch 
out into other colors. Green gets mana out 
the fastest. With Llanowar Elves, Wild 
Growth, Fastbond, and other green cards, 
you can obtain an amazing amount of 
mana in only a few turns. Fast mana can 
also he acquired without leaving red by 
adding Mana Flares. Tins can he very dan¬ 
gerous, though, as it also provides your 
opponent with extra mana to use against 
you—remember that your opponent will 
get the full benefit of Mana Flare before 
you do. Finally, useful artifacts include the 
Basalt Monolith and Mana Vault, both of 
which increase the amount of mana you 
will have available. All of these cards will 
make your Fireballs and Disintegrates 
more powerful very quickly. Remember, 
however, that you want to stay as close to 
sixty cards as possible— a lean deck is an 
efficient deck- so you will have to pick 
and choose your cards with great care. 
Even though the goal of this kind of deck 
is primarily direct damage, you shouldn’t 
lock yourself into that theme. After all, 
the object here is to defeat your opponent; 
direct damage is just a means to an end. 
You should always he willing to add a card 
that is going to help you achieve your goal. 
There are some creatures that you may 
want to consider adding: Ball Lightning 
and Juggernaut come to mind. Ball 
Lightning deals 6 damage for only 3 red 
mana, tramples, and can attack on the turn 
you summon it, although it dies at the end 
of the turn. It is the creature equivalent of 
direct damage. Juggernaut is one of the few 
creatures whose power is greater than its 
casting cost, which is modest (4 colorless 
mana). It can do a lot of damage very 
rapidly, hut it dies fairlv easily. 

There are, of course, weaknesses to this 
deck. Its most obvious weakness, as it 
currently stands, is that all of the damage 


is being dealt primarily from one color: 
red. A Circle of Protection: Red will shut 
you down. So you must he able to deal 
with this card in order to win. Disenchant 
is probably your best bet, assuming you 
don’t mind branching into white. 
Disenchant also has the advantage of 
being able to get rid of any annoying 
artifacts. You could use Tranquility, thus 
staying in green, hut this has the frustrat¬ 
ing disadvantage of getting rid of your 
enchantments as well. You could take the 
“send everything away” approach and use 
Nevinyrral’s Disk. In addition to disposing 
of a Circle of Protection, it will clear out 
all of the creatures and artifacts that might 
he causing you grief. But, again, it will also 
eliminate all of your stuff in rhe process. 

The other weakness of a direct-damage 
deck in that, without any creatures of your 
own, you cannot effectively block your 
opponent’s creatures. You could kill them 
with your direct-damage spells, bur then 
you would not lx* killing your opponent. 
Your single hesr bet to halt a creature 
swarm is Balance. Since you will rarely 
have any of your own in play, this will 
effectively remove all of your opponent’s 
creatures. You are also not likely to lose 
very many cards from your hand or lands 
in play by casting Balance, as your deck is 
designed to empty your hand quickly and 
to use alternate sources of mana. Fissure is 
effective against a single creature, and you 
don’t even have to leave red to use it. 

Both Terror and Swords to Plowshares 
are other great choices. All of these simply 
remove the creature from play. Finally, if 
you prefer to play defensively, a Forcefield 
is a must. While it will not halt a creature 
entirely, it will keep your opponent’s 
creatures from hitting you for maximum 
damage. Also highly effective for holding 
hack a single attacking creature is Maze 
of Ith This land from The Dark™ untaps 
an attacking creature and causes it to 
deal no damage. 



If you decide that direct damage is not for 
you and that you want to move on to a 
creature deck, then your choices increase 
rapidly. While there are so many creatures 
that it s hard to choose exactly which 
combinations to play, there are some 


general guidelines you can use for selecting 
creatures. First and most important, pick 
creatures that are good for the amount of 
mana that it costs to summon them. 

Frime examples of this are Serendib Efreei. 
Serra Angel, Black Knight, and Juggernaut. 
All of these creatures are inexpensive 
for the attacking/defending power they 
provide. A second guideline is to play 
creatures with useful abilities. For example, 
the Time Elemental’s ability to return a 
target permanent to your opponent’s hand 
can be incredibly useful, as can the 
Initiates of the Ebon Hand’s ability to 
provide black mana from any color. 

To begin with, let’s choose a base color 
of white. This gives you some excellent 
creatures to choose from. Add Serra Amid, 
White Knight, and Thunder Spirit—all • 
these are amazing cards for their casting 
costs. Add Juggernaut, of course. Some 
other good creatures in white are Preacher 
(for his special ability of taking control of 
one of your opponent’s creatures) and 
Order of Leitbur (Firebreathing Knight!). 
You now have a good selection of creature' 
with which to do your opponent in. Now 
consider branching out into other colors- 
green has a huge number of cheap little 
creatures that can easily swarm your 
opponent, red has some really great 
creatures like rhe Roc of Kher Ridges 
and Dragon Whelp, and blue has the 
useful Serendib Efreet. 

What other cards should you add? Well, 
you have a lot of white creatures* so you 
might want to increase rhe amount of 
damage they do. Crusade is prerry good 
this, bur Jihad is even better. Castle win 
help protect your creatures when they 
aren’t attacking. Giant Growth is great in 
these decks for both offense and defend- 
And both Eye for an Eye and Reverse 
Damage will help you defend against 
direct-damage decks. 

The biggest weakness of this deck so far is 
that your creatures are your only source of 
damage, so ir is imperative that you protect 
them. You should certainly he worried 
about many of the cards we lisred above in 
the direct-damage deck: Terror, Lightning 
Bolt, Balance, and Nevinyrrals Disk will 
all ruin your plans. There are various cards 
that can help against each of these 
individually (Deathlace, Disenchant, etc.), 
bur there is an overall strategy that can 
effectively protect your creatures: play blue 
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mi load up on the counterspells. Toss in 
M.rna Drain, Counterspell, Power Sink, 
iP J spdl Blast to assure your ability to stop 
jn y cards from coming into play that you 
j,, ru ' want to deal with later. 

The potential secondary weakness of this 
JeT is that your creatures aren’t effective 
if they cannot get through to your oppo¬ 
nent. The counterspells will obviously 
hdp to keep your opponent from putting 
blocking creatures into play, hut counter- 
<pell> ire a limited resource that you might 
want to save to srop Fireballs and 
Balances. The other option you have, 
therefore, is simply to get rid of your 
opponent's creatures. All of the individual 
creature destroyers mentioned earlier 
(Terror, Swords to Plowshares, etc.) are 
wwr best hets. You might even invest in 
me direct damage yourself to kill off 
Kn hersome creatures. 

Your rhird and least accessible shot at 
winning i> to run your opponent out of 
umls. This is the most difficult way to 
wm the game, especially in a tournament 
jetting, and merits an entire article unto 
itself. Only consider this option if the 
'her two hold little appeal. 

Of course, any combination of these 
strategies is great, as long as you balance 
them as necessary and consider each card’s 
merits and drawbacks in your deck. For 
example, you probably don’t want Wrath 
of God in a deck with many creatures in 
it. but Lightning Bolts would be great in 
any of these decks, provided that you’re 
playing red. 



Well, you’ve made a killer deck that Mr. 
Suitcase would be proud of; in fact, you 
can’t help boasting to him about it. When 
he asks to see it, you agree—secretly 
hoping to see some sign of dismay as he 
examines it. But when he smiles knowingly 
and hands it back to you, you know some¬ 
thing is wrong. Then he informs you that 
it’s i good deck, but the tournament is 
actually not a Type I tournament—it’s a 
Type II tournament. (I\ih!) You can’t 
believe it. You look at your deck and sigh 
over all those powerful cards you were 


looking forward to using. But you’ve 
already agreed to enter the tournament, 
so you figure you’d better see what you can 
do with a Type 11 deck. 

Type II is the second type of Duelist 
Convocation-sanctioned tournament. Its 
deck-construction rules are the same as for 
Type I tournaments except that the cards 
in your deck can only come from the cur¬ 
rent set of Magic: The Gathering and 
the two latest expansions. This drastically 
limits the choices you have available. But 
it more than makes up for this by leveling 
the playing field. You suddenly don’t need 
all of the expensive discontinued rare cards 
in order to compete against the other play¬ 
ers; all you need is access to the most 
recent cards available. 

How are your original deck designs affect¬ 
ed by the shift from Type 1 to Type II? Not 
too much. All of the deck-construction 
techniques we’ve already discussed snll 
apply (except the note about the necessity 
of the Moxes). Tlie limited resources for 
rhe Type II decks, however, can have some 
effect on strategies. The direct-damage 
deck doesn't change much, although it 
loses a couple of its better cards—Chain 
Lightning and Fork. Removing Chain 
Lightning hurts, but it can be replaced 
with Dwarven Catapult (to kill creatures 
only, unfortunately) or some other direct- 
damage spells. You also still have great 
cards like Ball Lightning and Earthquake. 
The creature deck i> more heavily affected. 
You lose Thunder Spirit and Jihad, hut 
they can be replaced by other cards; 
Savannah Lions becomes an even better 
card in this system. The loss of Malta 
Drain is pretty had, as it normally provides 
you with a method of accelerating mana 
production while countering a spell 
(it’s a fast way to get a Serra Angel out). 
There also aren’t any counterspells from 
The Dark or Fallen Empires " that can 
replace it. Your best runner-up in this case 
is Control Magic. You won’t he 
able to counterspell as 
many creatures, hut you 
can take control of 
them later. Despite 
this, creature 
decks are still 
fairly easily 
constmcted 
under Type II 
rules. 


The most thoroughly affected of the three 
construction strategies is the deck burner. 

It is almost impossible to run your 
opponent out of cards without having 
Moxes and the like to generate mana early 
in the game. You also lose almost all of the 
cards that can stop your opponent from 
casting spells as effectively. Without 
these, he or she has a high probability of 
cycling through the deck to exactly the 
cards needed to win the game. (Oh, 
there’s that Channel.) 

After all these construction pros and cons, 
you should now he prepared to enter that 
tournament you were thinking about 
entering, whether it’s Type i, or Type II. 
(What? Mr. Suitcase has convinced you to 
enter a Sealed Deck tournament? You’d 
better take a look at the first “Excuse Me, 
Mr. Suitcaser article in Duelist #2, or at 
Mark Rosewater’s article on sealed-deck 
tournaments in this issue.) As always, 
though, practice with your deck if possible. 
Play a wide variety of other decks to test 
and tune the mix of cards you want. Figure 
out which cards seem to help you the most 
anil which cards are never used. 



These t ypes of tournaments are the most 
common you are likely to encounter. Each 
presents its own unique challenges: Tyfx.* I 
requires you to chtxtse from among all 
available cards to create a sixty-card deck 
that can beat all comers from the same field. 
Type 11 requires you to utilize a much smaller 
pool of cards to do the same thing, reducing 
the number of cards in a particular category 
(direct damage, counterspells, etc.) yet still 
requiring you to build an effective theme. 
Both of these types (as well as the sealed- 
deck format) provide great tests of a player’s 
deck-construction and playing talents. 
Participating in them will also increase 
your skills and knowledge as you see and 
* learn how other people play. It is certainly 
worth braving at least once. 

After all, how do you think 
Mr. Suitcase got so good? 

















A few Magic " 4 players build specialized decks 
which contain no creatures. relying entirely on direct-damage spells 
to defend the nisei tvs and defeat their opponents. For most of us, 
though, creatures make up the bulk of our offense and defense, and 
much of the action and strategy in a duel involves attacking, 
blocking, and using spells during combat. Despite this, many players 
an* unsure about how spells and special abilities affect attacks , 
when they can be used, and when they are most effective. This article 
presents each step of the attack in detail, and discusses when 
spells and effects can be used to their full potential. 


by Beth Moursund 
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Oh, and you may remember me from the 
Ax** puiym (htide™ TtmjK^ the artlckr. I’ll 

be offering scene strategics that the attacking player 
can use to really whomp her opponent in combat. 

Matbiss And M be offering ray two cents on how 
tbe defender can use an understanding of the 
an** sequence to his advantage when holding 
otf opponent* onslaught. 

Ffcikt's run through a few basic definitions.An 
■attack’ b the part of your main phase in which 
your creatures try to deal damage directly to your 
opponent Using a spell or effect to deal damage 
fenotffi attack. 

i 5 rimr Tipping mv Prodigal Sorcerer to do a point 
! offeiugc to Mathias is not an attack. 

r Ma/bias Neither is roasting Selene with a Fireball. 
The card Arena lets two creatures deal damage 
dijTdiy to each other, but that’s not an attack 
. dther it’s just a fest effect. 

J You an only make one attack per turn. Any number 
] of era taro may be a part of this attack, but you 
I can t attack with some creatures and then make 
J another attack later tliat turn with other creatures. 

1 AfoAwelf you have a creature that doesn’t tap 
when attacking (like the Serra Angel) or a way to 
J unop an attacking creature (like Instill Energy), then 
youl be able to use the creature to block on your 
opponent s turn, or to tap the creature again later to 
power* special ability.You won’t be able to attack 
with it a second time in the same turn, however. 

J Your creatures cannot attack your opponent's 
U; erwunw your own creatures, or you.They can 
•■ onh attack your opponent.Your opponent eh<H»ses 
whether or not to Mock any of them, and with 
I win! a few cards can keep your opponent from 
^ bl< x king a creature (Dwarven Warriors), force him 
§ tu bV *. k (Lure), or make blocking more difficult 
I (CioWm War Drums), but in general, your opponent 
I will have free choice about how to defend. 

Sekne In a multi-player game, you may be 
f able to attack any player, or may be restricted to 
j onh’ attacking the player to one or both sides of 
J you, depending on the rules you’vcdeckkxl to use. 

n 

Tin* Magta The Gathering — Revised™ rules 
\ described thiee steps to an attack: assigning attack- 
( «s. assigning defenders, and damage. The newest 

edition of the rules goes into a bit more detail, 
\dirvaking the attack into seven steps: 

Yi % 

Announce your attack. 

Ikxitrc and tap attacking creatures, 
l’fetlief player may use fast effects. 

* ■ *opponent declares bl< >cking. 

| 5. Hither player may use fast effects. 

I b-Assign damage. 

" Creatures that take lethal damage and aren't 
I regenerated go to the graveyard. 


Ixrt s look at these steps in even mote detail, and 
examine what can and can t be done in each step 
and what impact this has on strategy. 

I. ATTACKER ANNOUNCES THE ATTACK.. This is 
as simple as saying, I'm attacking." Note, though, 
that declaring an attack is not a fast effect. You 
may not declare an attack “in response to" your 
opponent’s action as a way to try to make the 
attack happen first Your opponent can. however, 
respond to your declaration with fast effects; any 
such response cancels the attack declaration. 

(< >nce everything resolves, you can either say that 
you still want to attack—in which case, you start 
the whole sequence over again—or you can do 
something completely different, like cast a sorcery 
or summon a creature.) If there are no responses, 
the attack begins. Both players' mana pools arc 
emptied, and any mana that was left in the poo! 
causes mana burn. 

Selene: Tell your opponent that you’re attacking— 
but don’t touch any creatures yet! The attack 
hasn't actually started at this point; it can’t start 
until your opponent cither reacts to your 
announcement or passes up the opportunity to 
react. If you jump the gun by starting to tap your 
creatures, he can demand that you back up; by 
upping too quickly, you just give away valuable 
information about what you’re planning to do. 

Mathias: When your opponent announces an 
attack, look over your cards and spells carefully. 
This is your last chance to use anything which 
says it must be used prior to the attack. For 
example, if you have a Nettling Imp or a Siren’s 
Call, you need to decide right now whether or not 
you’re going to use it this turn. This is also your 
last chance to prevent a creature from attacking. 

If you have a card that can tap an opponent’s 
creature, like Flood, you may want to use it now. 
Tapping a creature before the attack starts will 
prevent that creature from attacking (unless your 
opponent has a way to untap the creature again). 

2. attacker declares and taps attacking 
creatures. This step is treated as happening all 
at once, even though you physically tap 
the creatures one at a time.Tap all attacking 
creatures, and push them forward so that it’s easy 
for your opponent to tell which creatures are 
attacking. You must pick out and announce all the 
creatures that are attacking in this step, even 
those that can attack without tapping (like Serra 
Angel). If any creatures are attacking as a band, 
you must indicate that grouping now, too. If a 
creature is already tapped, then it can't attack, 
even if it has the ability to attack without tapping. 
A card or token creature that w asn't in play on 
your side since the beginning of your turn also 
can't attack, unless the creature (like Nether 
Shadow or Ball Lightning) or another card (like 
Instill Energy or Concordant Crossroads) specifi¬ 
cally says it can. Whether the creature was a 
creature at the beginning of your turn doesn’t 


matter—just whether you controlled it. For 
example, an artifact animated by Titanias Song 
(or a similar spell) can attack on the turn it 
was animated, but not on the turn that the 
artifact was cast 

Once you've declared and tapped all of your 
attacking creatures, the attacker deals with any 
automatic effects or costs that occur when a 
creature attacks, in any order the attacker 
chooses. For example, the Hasran Ogress deals 
damage if her controller doesn’t pay extra mana, 
the controller of the Mijac Djinn flips a coin to 
determine whether it really attacks or not. and 
leviathan requires its controller to sacrifice 
two islands. Bonuses and penalties that apply to 
attacking creatures are applied now. for example, 
if you have a Castle and an Orcish Oriffanimc in 
play, all of vour attackers lost* the Castle bonus 
and gain the Oriflammc bonus. No other types of 
fast effects an* legal. 

If any of these effects cause damage or 
destruction or drop a creature's toughness to 0, 
the attack pauses while you carry out damage 
resolution. Remember that any time during the 
game that a permanent or player is damaged or 
destroyed, a damage resolution subphase occurs. 
IMs can happen during any phase* or during any 
step in the attack sequence. Damage resolution 
has its own rules about when and what types of 
spells may Ik cast, which override flu* normal 
restrictions for that phase or attack step.These 
rules are described in detail as steps 6 and 7 of 
the attack sequence, but the same rules apply to 
every damage resolution subphase. Also keep in 
mind that any damage assigned during a damage 
resolution subphase and not prevented in that 
subphase becomes “old" damage, w hich cannot Ik* 
targeted by any damage prevention effects later in 
the turn. In other words, if you want to prevent 
this damage at all, you have to prevent it now. 

Selene: It's legal to declare an attack and then, in 
this step, not choose any creatures. In feet, it’s 
even legal to declare an attack when you don’t 
have any creatures in play! Some call this a “null 
attack” since it just uses up your attack for the 
turn without any real combat taking place. If I 
don’t really want to attack but Mathias has a 
Nettling Imp, I’ll usually declare an attack as the 
first action in my main phase. Mathias then has to 
either use the Imp—in which case, I can attack 
with as many creatures as I want along with the 
Nettled creature—or decline to use it. Once the 
attack is over, I can freely tap the rest of my crea¬ 
tures for special abilities, without fear of the imp. 

3. EITHER PLAYER ItlAY USE FAST EFFECTS. Both 
players can use as many fast effects as they want 
during this step. If an effect taps or untaps an 
attacking creature, the creature is still attacking 
and will deal damage as usual, hut if a creature is 
destroyed or removed from play, it will not deal 
damage.This is the time for effects that say “play 
before defense is chosen, such as Disharmony, 














Teleport, and Rapid Fire, and it's also the last 
time when effects that give evasion abilities 
(such as the Dwarvcn Warriors or Jump) will 
do any good. 

Selene: If you’re attacking, sit back and wait. 
You’ve set up your challenge; it’s now up to 
your opponent to respond, and you can make 
the best use of your own spells and effects if 
you wait to use them until after you see 
what he docs. For example, don’t pump a 
Firebreathing or cast Giant Growth yet; there 
is plenty of time for that later. (Unless you have 
one of those spells that can only be used before 
the defense is chosen, or one that affects a 
creature’s blockability, of course.) 

Mathias: If you’re defending, though, the attack¬ 
ing creatures are committed and vulnerable, and 
you haven’t yet committed any of your own. 
This is the best time for you to use fast effects 
on the attackers, especially those like Royal 
Assassin andTetsuo Umezawa that target upped 
creatures. Any attacking creatures that you can 
manage to destroy, remove from play, or gain 
control of now will be eliminated as threats. 
Even if an attacking creature regenerates from 
your destruction, it can’t deal damage. You may 
want to hold some things in reserve in case the 
attacker pulls a surprise like Giant Growth or 
Howl from Beyond, though. 

Don’t forget damage-causing fast effects like 
lightning Bolt or a Prodigal Sorcerer’s poke, 
either; if you damage a tough creature with a 
fast effect, and your opponent doesn’t prevent 
the damage, you may be able to block with a 
smaller creature and finish it off. Finally, if you 
don’t have creatures powerful enough to kill 
the attackers, this is a good time to cast Fog or 
to use Maze of Ith or anything else that will 
prevent an attacker from dealing damage. If 
you’re thinking of casting Spore Cloud, do it 
now—your creatures will still be untapped 
and able to attack next turn! 


4. DEFEN D€R DECLARES BLACKING. like 

declaring attackers, this step is treated for game 
purposes as happening all at once. You may 
choose to move your blockers forward, lining 
them up w ith the attackers so it s easy to see 
at a glance w hat is happening. Any number of 
creatures can gang up to block one attacking 
creature, even without banding. Any untapped 
creature that you control can block, even a 
creature that you just gained control of in step 
3. Remember, blocking does not cause creatures 
to tap: in some types of multi-player games, for 
example, a single creature may block several 
different attackers on consecutive players’ 
turns. Blocking any member of a band blocks 
everything in that band, even if some members 
arc otherw ise unblockablc. 


Once you’ve declared all of your blocks, any 
automatic effects or costs that apply when a 
creature "blocks'* or “is blocked" take place now, 
and can’t be changed. For example. Giant Shark 
gains a bonus now 7 if it is lacing a damaged 
creature; damaging a creature later w ill not give 
the Shark its bonus, and removing a blocker 
later won’t take away any of these bonuses. 
Similarly, any creature facing a Basilisk is 
marked for destruction at the moment the 
block Is declared, even though the destruction 
won’t happen until later in the attack. Just as in 
step 2. no other fast effects can be used. 

Mathias: Choose your blocks carefully. It may 
be worthwhile to pile enough blockers onto a 
large attacker to kill it, even if that means losing 
several creatures, if you have no other way to 
stop the big creature. But if the attacker doesn’t 
have trample, it may be just as effective to 
throw out one small creature as a blocker each 
time the big one attacks, stopping it for that 
turn. This tactic can be very frustrating for 
the attacking player—especially if you have a 
continuous source of little blockers, like The 
Hive, Breeding Pit, Goblin Warrens, or other 
such token-generating cards. 

Watch out for attackers with an “if X attacks 
and is not blocked" ability. Even if you’ve neu¬ 
tralized their ability to deal damage (by Maze of 
Ith or Fog, for example) they can still use their 
special ability if you forget to block them. 


«. EITHER PLAYER ITIAY AGAIN USE fAST 

effects. This step is exactly like step 3. Note, 
though, that if a blocking creature is removed 
or destroyed at this point, the attacking 
creature is still blocked, and can’t deal any 
damage to the defending player unless it has 
trample. Similarly, making an attacking creature 
unblockablc at this point is like shutting the 
bam door after the horses have escaped; it 
won’t change the combat at all. 

All of the "if X attacks and is not blocked’ 
special abilities—Dclifs Cone, barrel's Mantle. 
Floral Spuzzcm, and MindstabThrull.to name a 
few —are used during this step as fast effects. 


If a defending creature becomes tapped during 
this step, then it will still take damage from 
the creature it bkxkcd but it won’t ix able 
to deal any damage in return. Any creature that 
regenerates during this step (whether attacking 
or blocking) will not lx* able to deal or 
receive damage 


Selene: Earlier I said that if you arc attacking, 
you should wait to sec what the defender 
would do. Now that the blockers are commit¬ 
ted, you can choose the best uses for your 
effects. If a pumpablc creature like a Frozen 
Shade is blocked, you can put in just enough 
mana to kill a blocker. If you can’t destroy a 


blocker, save your mana for better uses. 
Remember that when several creatures block 
one of your attackers, you get to distribute the 
damage unless one of them has banding, if 
your creature is unblocked, of course, you can 
pump it as much as possible to deal damage to 
your opponent. Prodigal Sorcerers and other 
direct damage, used carefully, may damage a 
blocker enough to allow your creature to kill 
it; this works even better if your creature 
has first strike. 

If a creature is hopelessly outclassed, destroying 
or removing the blocker now with an 
Unsummon,Terror, Swords to Plowshares, or 
other such effect will save your attacker 
(though the attacker still won’t damage your 
opponent). Some of these may be equally 7 
effective if used on your own creatures. 
Unsummoning or using Maze of Ith on your 
attacking Basilisk now that its blockers arc 
marked for destruction is a favorite tactic. Fog 
and similar spells can be used now as a last 
resort, if your opponent has managed to 
surprise you or you realize that the attack 
was ill-chosen. 

Mathias: Much of the what Selene just said for 
the attacker applies equally to the defender. If 
you can pump up a blocker enough to kill the 
creature it’s blocking, you should probably do 
so. If a blocker is already big enough, leave it 
alone. But if a blocker is about to be killed by a 
non-trample attacker, there’s no reason to leave 
it there; the attacker is already blocked and 
won’t be able to damage you even if the 
blocker is removed. If you have a way to remove 
the creature or sacrifice it for some useful 
effect, take advantage of this rule: for example, 
sacrifice your Armor Thrulls that are blocking 
large creatures to give +1/+2 counters to other 
creatures. The same rule applies to blockers 
with special abilities: if you blocked something 
big with a Prodigal Sorcerer, you can tap him 
now to do a point of damage to some other 
attacking creature or to the attacking player. 

4 . assign daitiage. A creature that regenerated 
during any of the previous steps does not deal 
damage and cannot have any damage assigned 
to it during this step.The other creatures in 
combat deal damage simultaneously, as foUow> 

• All attacking creatures (whether tapped or 
untapped) deal their current p*wcr in damage 
to their blockers, or. if unbltx kcd. to the 
defending player. If one attacker is bloc ked b' 
several creatures, the attacking player divides 
the damage among them. If one or more of the 
defenders has banding, though, the defending 
player gets to determine how the the damage 1 * 
distributed instead of the attacking player. 

• All untapped bhxking creatures deal their 
current power in damage to the creatures the' 
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blocked; tapped blockers do not deal any 
damage. If the attackers are in a banded group, 
the attacking player determines how the 
damage is distributed among them. 

If any of the creatures in the combat have first 
strike, damage assignment and resolution 
(steps 6 and 7) occur twice. First, damage from 
creatures with first strike is assigned, and the 
rest of steps 6 and 7 occur. (Remember that 
am damage* involving creatures with first strike 
that is not prevented or redirected at this time 
becomes “old" damage. ) Then steps 6 and 7 
aiv n-pcated for the damage from creatures 
without first strike who survived. 

If some effect has made a creature unable to 
receive damage (such as the Maze of Ith). 
you cannot assign any damage to it, regardless 
of banding. 

No fast effects may be used during this step. 

Selene: If one of your attacking creatures has 
trample and is blocked by several defenders, 
you can assign all of the damage to the smallest 
defender, so most of the trample damage spills 
over to the player. 


7. CR8ATUR.CS THAT TAK.8 L8THAL DAIfl AG8 
AND AREN'T R.8G8NER.AT8D GO TO TH8 GRAVE- 

yard. This step is really* four parts: prevent 
damage, determine results of the damage, bury 
the dead, and apply death effects. 

7A. DAittAGe PR6V8HTION. First^ny automatic 
damage-reduction effects (like protection, or 
the special abilities of Uncle 1st van and the Wall 
of Vapor) take plaee.Then each player may use 
daniage-pR*vention, damage-redirection, and/or 
^generation fast effects, and interrupts of any 
type. No other effects may be used unless the 
card specifically says that it can lx* used during 
damage prevention, or if it has a “w hen X 
happens, do Y’type of effect—Throne of Bone, 
for example. You can’t cast sfx*lls like Giant 
Growth, l nsuntnion, or I>iscnchant,even if 
the> would save a creature from dy ing—you 
should have east them back in step S. 

Similarly, effects such as the Hurr Jackal and 
VXhippoorwill that prevent a creature from 
regenerating art* not legal at this time; you have 
to have used them in advance. 

Mathias: Since Safe Haven’s ability is played as 
an interrupt, you can use it to rescue a creature 
that has taken lethal damage and is about to 
die. When you sacrifice the Haven in some 
future turn, the creature will come back as 
good as new. 

Note that damage-prevention and damage 
redirection spells can only target damage which 
was just applied in step 6;“old"damage has 


already taken effect and cannot lx* prevented 
or redirected unless the spell specifically says 
that it Is retroactive. Regeneration, however, 
d<x\sn’t care when the damage* was applied; the 
creature ignores any damage that happened to 
it prior to the regeneration. 

Selene: Redirection doesn’t change the source 
of the damage, so if you redirect damage from 
your creatures onto yourself, as with Jade 
Monolith or Blood of the Martyr, you can use a 
Circle of Protection of the appropriate color to 
prevent the damage. 

Mathias: Similarly, when I Simulacrum damage 
from a white creature onto a Black Knight, 
the damage becomes O.And don’t forget that 
you can use creatures with damage-prevention 
or regeneration abilities now, even if that 
creature was blocking something. Tapping a 
blocker after damage assignment doesn’t undo 
the damage that was already dealt. A Samite 
Healer, for example, can block a 1/1 creature, 
kill the attacker, tap to prevent the damage to 
itself, and emerge unscathed; Llanowar Elves 
with Regeneration can top to power its 
own enchantment. 


71 . daihag8 results. When both players have 
agreed that they are finished with damage- 
prevention effects, any effects based upon deal¬ 
ing damage are applied. For example, a play er 
damaged by a Hypnotic Specter loses a random 
card, and the controller of El-IIajjaj or a Spirit 
linked creature gains life equal to the damage 
dealt. Also, any trample damage in excess of 
the amount needed to kill a bkxking creature 
spills over to the defending player at this time, 
causing a new* damage-prevention step. 

Mathias: These effects only count damage that 
wasn’t prevented. If you can prevent the 
damage from a Hypnotic Specter, for example, 
then you won’t lose a card; if you prevent the 
damage from a Spirit linked creature, that 
creature’s controller doesn’t gain any life; if 
you prevent the damage from a creature with 
trample, none will spill over. Regenerating 
won’t prevent these effects, though; the damage 
has to be prevented or reduced, not ignored. 


7 C.iury th8 D8 ad. All creatures thill Mill have 
lethal tlaniagc after step 7b finishes are placet! 
in the graveyard simultaneously, along with any 
enchantments on those creatures. If more than 
one canl is being placed in the same graveyard, 
the owner chooses the stacking order. No fast 
effects may lx* used. 


7d. apply death 8 PPCCTS. Any effects caused 
by creatures going to the graveyard take place 
now. For example, Sengir Vampires gain 
counters. ( n ature Bond does damage, the 


controller of a destroyed Onulet gains life, and 
the controller of a destroyed Su-Chi gains mana 
in his or her mana pool. Interrupts an* also 
legal during this step, as an* any appropriate 
“when X happens, do Y" effects such as Soul 
Net. but no other fast effects may lx* used. 

»: 8nd ®f comiAT.This step wasn’t listed in the 
rules, but it is necessary for certain cards. Any* 
automatic effects that happen “at the end of 
combat" happen now. For example, any 
cn*atun*s which w en* bUx*ked by a w all w ith 
Glyph of Doom, or w ere blocked by a creature 
enchanted with Venom, are destroyed now*— 
even creatures that aln*ady regenerated earlier 
in the combat. Clockwork Beasts which 
attacked or blocked lose* a counter now. If any 
of these end-of-combat effects send a creature 
to the graveyard, the usual damage 
pn*vention/n*din*ction step txcurs. No other 
fast effects may lx* used. 

Mathias: If I block a Vcnomcd creature with my 
Drudge Skeletons, and want to keep them alive, 
111 have to regenerate them once in step 6 Of 
the attacker dealt sufficient damage) and then 
again in step 8 (from the effect of Venom). 

After all the automatic effects arc resolved, any 
leftover mana drains from each play er s mana 
pool, causing mana bum damage. Once this 
has been resolved, the attack is over.All the sur¬ 
viving creatures an* just “creatures”—not 
“attacking creatures” or “defending creatures”— 
and combat effects may no longer lx* used. 

Selene: That’s it for the attack! Now you’re back 
in your main phase, and can cast more spells, 
and play a land if you didn’t already. It’s often a 
good idea to wait until after the attack is over 
to summon creatures—not only does it leave 
your options open, but your opponent will 
often block differently if he doesn’t know that 
you 11 have an additional creature or two by the 
end of the turn. If you damaged a bkxking crea¬ 
ture but didn't do enough damage to kill it, you 
can finish it off now with a direct-damage spell. 

Mathias If you survived your opponent’s 
onslaught, lick your wounds or gloat, depend¬ 
ing on how well you came out of it. You can 
use your own fast effects to finish off any 
creatures damaged by your blockers, too— 
remember, your opponent can’t end her turn 
without giving you a chance to use fast effects. 
And then it will be your own turn, and your 
own chance to send your creatures into combat 
with a cry of "Attack! Attack!” 
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limine is Everythine 

1 J by Mark Rosewater I kJ 

While helping run a Magic™ tournament one day , I took a short break to grab a bite to eat.\ 
I sat down to ingest my two-dollar convention hot dog and found myself engrossed in watch¬ 
ing several matches that were underway. I was surprised to find myself able to determine j 
the skill level of each of the players simply by observing him or her play. As I followed each 
game in progress , / noted whether I was watching an experienced tournament player, a 
maturing intermediate player, or a struggling novice testing the tournament waters for the\ 
first time. As l returned to my tournament duties , / began to wonder exactly what about the j 
players had allowed me to identify their levels of ability so easily. It wasn t until later, I 
when / finally sat down to play a game of Magic myself that / figured it out. What had set 
each grade of player apart from the others? The answer was timing. I'm not referring to 
instants and interrupts work, but to how a player decides when to use a particular card or 
effect. The key that experience provides is the ability to play a card when it will provide the\ 
greatest benefit. The advantages of playing a card at the correct time become clear when we\ 

examine the different choices players can make. 




noj so Fast 


The key liming decision made by the best players is the decision 
to wait. In fact, with a lew notable exceptions, most advanced 
players choose to wait until the last possible moment to play a 
card or use an effect. As an example, let's look at the Prodigal 
Sorcerer (some call him “Tim”). Once Tim has started a turn in a 
player’s possession, he may be tapped to deal 1 damage to any 
target. Since he can be tapped as a fast effect, the latest you can 
use Tim is the end of your opponent’s turn. So what is the advan¬ 
tage of waiting? The answer is that waiting leaves your options 
open. Since you can always respond with a poke from Tim when 
your opponent ends his turn, you lose nothing from waiting. What 
you gain is the flexibility to use 'fini s ability at any point during 
your opponent’s turn.This may be used to kill a 1/1 creature that's 
just been summoned, provide the extra point of damage needed to 
destroy an attacking creature, or even destroy your own creature 
if it is given a very negative enchantment. 

If you are waiting to use a card or effect that requires niana, then 
delaying allows you to wait and see if the mana Is better used for 
something else. For instance, suppose you have a Fountain of 
Youth in play and only two mana available. (Fountain of Youth is 
an artifact which allows you to gain 1 life when you tap it and 
spend two mana.) Using the Fountain on your turn would use up 
all of your remaining mana and keep you from casting any spells 
during your opponent’s turn. But by simply waiting to use the 
Fountain until the end of your opponent’s turn, you leave yourself 
the option of using the mana for something else. 

This is not to suggest that good players will never use* a spell or 
effect right away. If they do, though, it is because the need to do 
so is immediate. Otherwise, they wait—in a game like Magic, in 
which reaction is important, an experienced player alway s leaves 
herself the option to react. 


Th e ji he Is ^icb t 

Advanced players always try to use a card when its effect will 
have the most beneficial impact. For instance, consider the card 

/ 


Storm Seeker, a green, uncommon instant from Legends which 
deals 1 damage for each card in your opponent's hand. As an 
instant, you can use it at almost any time, but an experienced 
player will most often wait until his opponent’s draw r phase to use 
Storm Seeker, just after his opponent has draw n a card. Since 
Storm Seeker does damage based on the number of cards in your 
opponent’s hand, you w-ant to use the spell at the exact moment 
your opponent has the most cards. 

likewise, if a card affects its caster, then knowing when to use it 
means knowing w r hen it will either help the most or hurt the 
least. For example, if you wanted to cast Balance (a white, rare 
sorcery w hich equalizes the creatures and lands in play and the 
number of cards in each player’s hand), you might first choose to 
cast other spells to rid yourself of extra cards. That way, when 
Balance resolves, you would force your opponent to lose addi¬ 
tional cards. As another example, if you're using a spell or effect 
to get more cards (Ancestral Recall, Library of Alexandria, 
JayemdaeTome, etc.) and the extra cards w ill push your hand 
over seven, you should wait until after you have to discard to get 
the cards. By w aiting until after your discard phase, you allow 
yourself the maximum amount of time to use the extra cards 
before your next discard phase. 

Gauging a card’s impact is also useful when you want to delay an 
opponent’s action. The spell I Jnsummon provides a good example 
of this. Suppose my opponent summons a Hypnotic Specter; if I 
Unsummon it immediately; my r opponent can simply summon it 
again the same turn. By' using the spell right aw ay; I'm only forcing 
my opponent to summon the Specter twice. If I wait until my 
opponent attacks me with the Specter, my 7 1 nsummoning will put 
off the attack for an extra turn, since the Specter will suffer 
“summoning sickness” even if recast right away. Using it after an 
attack can also cause your opponent to waste nifty' spells like 
Howl from Beyond or Giant Grow th. 

In every case, the player has to think ahead and consider how a 
spell or effect will interact with other factors in play; When all 
factors have been taken into account, waiting for the right 
moment can often be the difference between winning and losing. 
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wh at will lifi Think? 

When you cast a spell, consider what information you will be 
giving your opponent. For example, suppose you plan to attack 
with a 2/2 Grey Ogre and your opponent has a 2/2 Grizzly Bear 
which can block. In your hand you have a 6/4 Craw Wurm that 
you’re planning to summon this turn. How your opponent will 
dxxjse to block might change considerably if the Craw Wurm is 
in play. Deciding w hen to summon the Craw Wurm depends on 
what effect you think its presence will have on your opponent. 

As a general rule of thumb, experienced players prefer to reveal 
the least amount of information possible. If you summon the 
Craw Wurm before your attack, will your opponent be as likely to 
sacrifice his Grizzly Bear to your Grey Ogre? If your objective is 
to get rid of the Bear so it won't block your Craw* Wurm next 
turn, then you might want to wait until after the attack to sum¬ 
mon the Wurm. Of course, there are times when you want your 
opponent to know T w hat you have. If for some reason you want 
the Grey Ogre to pass through unblocked, the intimidation factor 
of summoning the Craw Wurm before the attack might encourage 
your opponent to keep his Bear at bay (only to receive some 
nasty surprise from the Ogre, like a Howl from Beyond). 

When casting instants and interrupts during combat, you usually 
will want surprise on your side. If you're planning to Giant 
Growth a creature for instance, you often don't want to let your 
opponent know until after she has committed a blocker. 
Sometimes, though, intimidation can outweigh surprise; always 
consider the impact an effect might have before you decide 
when to use it. For example, suppose you have your Grey Ogre 
in play and your opponent has a 2/4 Thicket Basilisk. By using 
Giant Growth on the Ogre before blocking is declared, your 
opponent might decide not to block the Ogre in order to save 
her Basilisk. The key to this strategy is to outthink your opponent. 
Information should only be provided ahead of time when you 
feel it is to your benefit. Otherwise, wait. There is nothing quite 
as fun in Magic as surprising your opponent with something 
she didn’t expect. 


!X Ih E Bluff 

This final timing strategy is one of the most complicated in Magic 
and is usually only seen among experienced players. Sometimes a 
player will hold onto cards not hoping to use them, but hoping his 
opponent will believe that the cards are something they're not.As 
an example, imagine you have nothing but a 1/1 Iianowar Elves in 
play w r hile your opponent has a 3/3 War Mammoth. You purposely 
leave one green mana free and a card in your hand, and then you 
attack with your Elves. 1 he automatic assumption is that you're 
holding a Giant Growth—a 1/1 creature would easily be killed by 
a 3/3 War Mammoth. By maintaining the illusion of being able to 
cast the spell, you make your opponent think twice. More often 
than not, the player will let the Elves through to avoid the risk of 
losing the Mammoth. 

There are three components, then, to bluffing effectively. First, 
your opponent needs to be aw are of w hat you’re trying to bluff 
them into believing. Many bluffs are lost simply because an 
opponent isn't aw are of a potential threat. Second, you have to 
have a deck that supports your bluff.TTiis is important. If you don't 
have the type of deck that would use (riant Growth, then your 
opponent will be much more skeptical and less likely to fall for 


the bluff. Finally you have to occasionally not bluff to reinforce the 
idea that you really might lx* doing what your opponent thinks 
you’re doing. 

The nicest thing about bluffing is that it works well with many 
of the other strategies I’ve mentioned. For instance, suppose 
you're waiting to use your Fountain of Youth until the end of 
your opponent's turn. By choosing to leave two islands untapped 
for this purpose, you may he able to lead your opponent into 
believing that you have a Counterspell. As any experienced player 
can tell you, the threat of a Counterspell is usually much worse 
than the spell itself. 

The next time you find yourself with one card in your hand, 
consider the impact of keeping it a secret.That extra land that you 
just picked up might serve you better as fuel for your opponent's 
imagination rather than your mana p<x>l. 


is conclusion 

Tlie lesson in all of these strategies is that players need to lx* 
aware of what effect their spells will have depending on wiien 
(and if) they cast them. Advanced players make a conscious effort 
to both keep their options open yet not be afraid to use a spell 
when they believe that spell can do the most g<xxl. 

The easiest w ay to practice this is to watch someone else 
play. Without the pressure of dueling, you can analyze / 

wiiat someone is doing. Find a good player and watch 4* 
when she casts a spell or uses an effect. Does she use L 
it the first chance she gets, or d<x\s she hold back? 

Keep an eye out for the end result of each spell. 

Was each spell optimally used or could it have 
been more effective if it had been cast earlier or 
later? Check what information she gives her 
opponent by the order she chooses to cast spells. 

IXxs she give away secrets she doesn't need 
to, or does she use the order to influence 
her opponent? Finally, watch to see what 
mind games she plays with her oppo¬ 
nent. IIow T often d(x*s she manage to 
get a reaction based on what her 
opponent believes she has? 

In time, you’ll begin to spot play¬ 
ers’ ability levels. When you 
find a realty g<xxl player, 
watch how T efficiently all 
of these tricks are used. 

And then when you 
begin playing again, 
put these lessons to 
work for you. 


* y 
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It has been many centuries since the war between Ur/a and Mishra. The battere 
landscape has become a frozen desert, and the creatures of the world of 
Dominaria struggle for survival. One society has risen out of the cold chaos, 
defending itself against both the brutal forces of nature and the attacks of no¬ 
madic tribes that have emerged in the surrounding wastelands. And through it all, 
a twisted necromancer flourishes in the deep winter, intent on using his powers to 
keep the world dark and cold. You may have the skills to survive, but do you have 
the spirit to withstand the icy wilderness of Dominaria’s Ice Age ? 
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There is more to Magic M than deck construction and luck ot the draw. 
How you play the game is also a key factor in deciding who wins and 
who Ionov When you know' how to play, you can still pull off a win even 
it your luck runs dry. In order to do that, you’ll need some tricks up your 
sleeve: bluffing and mind games are a couple of my favorites. 

Confidence, not cockiness 

One approach is to intimidate your opponent. The keys to intimidation 
are assertiveness and self-confidence—-you want to he confident, hut not 
cocky. After all, according to Freud, cockiness is really a sign of weak¬ 
ness, since it is the subconscious inversion of fear brought about by post- 
traumatic repression of guilt. (You can already tell that this article isn’t 
going to he completely serious, can’t you?) 

Hu* first trick I ust* to psych people out is in the way I shuffle my deck. I 
shuffle like a pro at Vegas, and I’ve been known to “accidentally” drop an 
out-of-print rare on the floor. During play, if my opponent is about to 
attack, sometimes a Righteousness will slip out of my hand. Of course, I 
quickly pick it up and then say, “So, who’s attacking?” And when I 
Regrow something really nasty, I like to announce it in a loud and steady 
voice, saying, “I’ll Regrow the Mind Twist,” and then let my opponent 
suffer while he waits for me to cast it. 

My favorite method is to buy a “fan.” Pay someone to come up during 
the middle of the game, lix>k at your cards, and say, “Wow, that’ll hurt 
him!” Then pay another “fan” to come up, look at your name tag, and 
say, “Nicol Bolas?!? Not die Nicol IV das? I’ve heard so much about you, 
especially how you totally destroy people at Magic! Can I have your 
autograph on my card T 


Even the way you build your deck t an be used to o ntwx 
opponent. Play with unusual cards most ; | 

combinations that nobody has ever seen t ef. :< 
newer seen your style of deck will he unsure how to praa 
pic, play with Atogs and see how : m get them. When 

mon one, say, “Ignore me at your peril! I am the mighty At 
result of playing against cards they’re not used to facing. \ • 
will be locked in the same style o i play chat the) imwD) a 
causing them to make careless mistakes. 

Bluffing 

Raw intimidation is fun, hut other p"\ch<'logic >tr itcgio 
even more effective. When you play, always be on the look 
opportunity to bluff. In Magic, *n can be more imports 

reality, and the cards you have aren’t alw.i\N »> import.int 
your opponent thinks you have. 

I always like to leave two blue mana untapped anJ pr nn: 
displayed, just to give my opponent mething to think aboift.lt 
helps to sometimes mumble to yourself, “Let A ttt l vcgoccomi 
to leave a couple ot islands untapped.” Sometimes, even if you h 
creatures you could cast but no Counterspell, it’s better to h 
take a Counterspell. By doing that, you will slow your opponent 
^our opponent doesn t dare cast ( hannel fireball when 
blue mana available. It your opponent does cast something, act ii 
you re going to Counterspell and then say, “Oh, you can go 
ha\e that. It you re playing a friendly game, ‘ accidental 
mana and then see if you can change what \ 
leave two blue mana open. 


Be careful not to get too sure of yourself. A dealer started bragging about 
how good he was to a friend of mine, Tim, saying that he’d won eleventy- 
seven tournaments. Naturally, Tim replied, “Want to play for ante?” The 
dealer, getting a little cocky at this point, made a fatal mistake and said 
he’d match whatever Tim anted up. Tim slammed down a Beta Black 
Lotus and said, “Let’s play.” He then proceeded to get the draw of his life. 

He told the dealer, “Sit back and watch for a 
while—you’re not going to get another turn.” 
The dealer didn’t believe him. Tim 
replied, “You don’t understand. I’ve got 
the combo.” Tim’s friends, looking on, 
said, “It’s over for you—he’s got the combo.” 
Tun won on his first turn (after playing a cou¬ 
ple dozen cards) by casting a 24-point 
Fireball without using the spell Channel. At 
the end of the game, he had over 30 life. 

The dealer was a little less V 

cocky after that. 



a / 


' / jIt\ 


tter yet, leave two blue mana Open in .i w.i\ that > not 

mj ements ol Sacrifice, Fellu ,ir ne, md SvyelunfeeIcapbd 

we for this. Or, make it obvious that you have only one H 
oj en. our opponent will think that you can’t counterspell r - 
a ower Sink, Spell Blast. Force Spike, Remove Soul, HbbC 
and Blue Elemental Blast. It’s great to have COunteopeO abilftY* 
aj peaiing to have it. 1 hen, when your opponent casts hernwt 
tant spe , you can counter it unexpectedly and say, “No, you- 


\ 


K Strategy ot leaving Some man.i untapped alto WOfl 
Mnce von am threaten both Giant Growth and Fog with |USt 
II u. 1 e * ^ “°°d way to do tins is to cast a Stream ot 
^ ° ne your mana. That w ay, your opponent will bf *** 
* re sa\ ing the l asf p 0 j m mana f or something extra 
special -even if you’re not. 

VC hen playing against Blue, I cast test spells* 
my opponent has some sort of counter^ 
Hk; Tsunami usually makes a good ** 


Sometimes, I’ll just van 
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in which I cast spells to try to get an opponent to counterspell the wrong 
thing—I’ll play the spell I really want, hut save a lot of mana and ask 
“Well? Are you going to counter this. 7 ” so that he thinks I’m trying to bait 
him into countering it. 

| It 1 get in a position where my opponent has a Serra Angel and all 1 have 
> is .< KirJ Ape or two. right after I draw, I say, “Yes. * 1 ” and then immediately 
attack. Ms opponent usually thinks that I’ve drawn a Chant Growth, a 
■ Lightning Bolt, a Chain Lightning, or a Bkxxllusr, and lets the Kird Ape 
I through. The best part of this strategy is that as long as I keep the card in 
1 tnv hand, the bluff continues to work, turn after turn. Eventually the 
r person will have to call my bluff, hut hopefully by that time I’ll have 
[ drawn the card I needed. This bluff works even better if the blocker is a 
[ creature that taps when it attacks, because I’ll only have to bluff once; if 
\ mv Kird Ape bluffs his way past a Vampire, then my opponent is probably 
l jvang u attack with the Vampire during his turn and lose it as a blocker. 

If I actually did draw the card I need, I attack absent-mindedly while 
still reading the text on the card. I then lcxik up and say, “Oops, forgot 
you had a Serra—hut I guess it’s too late to take it back now.” When my 
opponent pounces on my pxx)r Kird Ape, thinking that it’s helpless, he’ll 
he suddenly surprised to have the Kird Ape grow to giant proportions. 

If I’m facing a gcxxl opponent and he tries this on me (attacking with a 
Kird Ape when I’ve got a Serra out), my reaction depends on what 
resources I have available to me. If I expect to he able to do something 
about it Men (if, for instance, I’ve got a Giant Growth in my hand hut 
no green mana available), then I’ll just let the Kird Ape hit me once and 
Mock next time. If I don’t have something in my hand that will help. I’ll 
bite the bullet and Mock. I figure that I’ll have to get the card out of his 
hand sometime, and its better to do it now than to take 10 points of 
l damage and find out it was all a bluff. 

| Keep in mind the playing skill of your opponent when bluffing like this. 

A beginner might not know the significance of what mana you leave 
untapped. Likewise, a beginner might attack when its obvious his creature 
will die because he’s forgotten about one of your fast effects, like the 
Prodigal Sorcerer, Samite Healer, Combat Medic, or Wyluli Wolf. Against 
a good opponent, it’s easier to bluff since she will know what you can cast 
with the mana available. On the other hand, a gtxxl opponent is more 
1 likely to pass a Huff by you successfully. 


Mv Favorite Blupp 

by Richard Garfield 

1 was playing Magic with a friend of mine named Ken. and he was 
sporting a deck heavy on spells like Houl from Ikymd, Giant Growth, and 
Berserk . I was using my Re-animator deck (a pretty good deck with a great 
name), and 1 began to realize that I imly uxm when 1 was able to use my Fogs 
to neutralize his Howls, Giant Growths, and Berserks. After I U'on several 
games, he realized what was happening and he began to be very careful when¬ 
ever I had green mana open and cards in my hand. 

So, one particular game was progressing depressmgly. He had a lot of mana 
and a bunch of cards, and I could tell he had some good stuff that he was 
afraid I would counter with a Fog. Not wanting to draw the Fog, he just kept 
hammering away at me with a Vampire. I had the Fog in hand and was 
watching my life ebb away, but I wouldn't play it because I knew I was dead 
if l did. Finally he had me down to 3 life and he attacked. 

I said , “I guess I'm dead 

He said, u No Fog? Well, wait — I'm Giant Grou'thmg twice and Berserkmg 
tuice, that's 40 damage!" 

“ Oh , then I will Fog.” 

“You can't do that—you were dead!" 

“If you can cast spells, I can react!" 

“But why didn't you use the Fog to save yourself?” 

“Why did you cast all those spells when you knew I was dead?" 

I went on to win easily using his now-dead-nut-sixm-to-be-imimated Vampire. 

I love that bluff—I was bluffing that I didn't hate a spell, run that I did , which 
is far more common. 


Play Style 

I recommend staying calm, cool, and collected when playing, even when 
things aren’t going well. This will make your opponent think that either 
you have something gcxxJ up your sleeve or that you don’t know what 
you’re doing. (Shaking visibly is not a gixxJ idea—that tends to give away 
the fact that you’re worried.) 


To beat your opponents bluffs, you can use things like Glasses of Urea, 
Orcisli Spy, Revelation, and Field of Dreams to know what he has in his 
hand. Its hard for your opponent to Huff if you know better. 



If you want to bluff, you’ll need cards in your hand. That's why I try to keep 
something in my hand all the time, even if it’s just a land. If you’ve got six 
or seven mana producers in play and only one land in ytxir hand, why lay it 
down and play chess when you can keep it in your hand and play poker. 7 
Occasionally, I act like I’m going to play a card by starting to pull it from 
my hand, and then say, “Nah, it can wait,” and put it back. This is great for 
making my opponent think I’ve got a spell when in fact I’ve only got land. 

When you draw a card, study it intently, like it’s something important. 
Tlion slide it around in your hand, so your opponent loses track of it. 
That way, if you’ve drawn a useless land or something and you play it, 
your opponent won’t necessarily remember that what you had drawn 
earlier was useless. Along a similar line, vary the speed at which you 
play, so that your opponent never knows when you’ve got something 
and when you don’t. 

Ask questions to make your opponent think that you’ve got a certain type 
of spell. Ask her how many cards she has so she’ll think you have a Mind 
Twist. Lxx>k through your graveyard so that she’ll think you have a 
Regrowth, or ask to see her graveyard so that she’ll think you have an 
Animate IVad. Inquire as to how much mana she has available, and then 
count your available mana out loud and study your hand intently, to take a 
Power Sink or who knows what. Then, to really make her nervous, ask Her 
how much life she “currently” has left. 
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Once in a while, ask to see one of yinir opponent’s cards—preferably the 
best one in play. Pick it up and act like you’re reading it. Look at your 
hand tor a while, and then back at the card Mumble something like, 
”G<x\j, that’s what I thought,” and put it back. This will make your 
opponent think that you’re up to somed and he II waste 

time thinking about what that could he. 

If I can’t tell what cards my opponent ha>. I’ll ask him to rearrange his 
cards, perhaps by putting his graveyard on the tar side of his library or by 
putting his creatures in front of his man a Tins is allegedly so that I can 
tell what cards he has in play, what cards he has in his graveyard, or what 
creatures he has to block with. It really ck*c*s only two things—it makes 
him play his cards in a manner that he’s not used to, throwing off his 
game, and it reinforces the notion that I’m a serious player, giving me 
an edge in bluffing. 

Sometimes, I will get my opponent to waste a Disenchant on something 
that’s not crucial by bragging about it. For example, I’ll cast Consecrate 
Land on my Mishra’s Factory and tell her, "Now I’ve got a creature that 
can’t he killed!" Th.it’s usually enough to make her waste a Disenchant 
on the Consecrate Land Then I play Blood Moon, Conversion, or 
Karma (depending on the deck I’m playing) and watch her squirm. 

Something else that works well on weak-minded people is the "Jedi 
Mind Trick.’’ When your opponent is peering intently at his cards, 
apparently deep in thought, ask him, "Done?’ If The Force * 1 is strong in 
you, your opponent will say, “Done!” only later realizing that he forgot 
to attack that turn. 

When someone does something that you don’t like, especially in a 
friendly game or a multi-player game, talk to her about the wisdom of her 
action, in order to play it off as unimportant and perhaps even trick her 
into forgetting the action altogether. Ask her, “Are you sure you wanr to 
do that?That might not be a good idea....” 

Sometimes you can talk your opponent out of casting something that you 
don’t like by telling him what will happen if he does it. Try' saying some¬ 
thing like, "If you attack me. I’ll kill you next turn, hut if you attack Brian, 
I’ll he your friend.” 

Have fun giving your opponent ultimatums. When it looks like you’re 
about to win, tell him, "No matter what you do, I’m going to kill you 
next turn.” Some people will resign on the spot, some will not look 
closely at their cards and just accept death as inevitable, and some will 
s coolly reply, “Let’s just play it out and see....” Those are the ones to 
watch out for. 

ffc N TO BLUFF OR NOT TO BLUFF 

A word of warning on all of these 
v strategies—some people may get 
K really uptight if they think you’re 
\ tr Y in S 10 psych them 
out. The point 
of playing 
wt games is to 


have fun, and while the psychological stdeot Magic can be 
entertaining, the age-old saying definitely applies: its only fa, 
body gets hurt. Know your opponent, and know when it', ole 

These strategies are the most fun when you use them with 
psyching out a stranger or an acquaintance is just annoying, hit] 
completely faking out and de now than fa 

tme that we hurt the ones we love the most.) Whatever you fa 
t'ul using these tactics at a tournament— if you trv any of them, 
the people who run the Duelists’ Cons .-cation, they just might I 


Mind Games People Pi 

by Mark Rosewater 

When you're trying to pull of a bluff, amsidtr all of the straugesR* 
disposal. Here are just a few of the rrumy mind games possttflU 
Magic duel: 

The Active Bluff 

You don't have the curd you need, but only you know that. Byla*n 
appropriate cards untapped, you proceed just as if you had the card, 
avoid the card that he thinks you buue, your opponent does nodmgl 

The Passive Bluff 

Its your opfxment's turn. You don't hine the card you needlosttfl 
(mce again, the other player doesn't km m that You leave the mom 
would need untapped. Trying to avoid your counter'measure, pm 
holds off on his action. 

The Negative Bluff 

You have the card you need, but you want your opponent to tU a 
You leave yourself the resources you need, but in the most subtle 
Then when you proceed with sour actum, you uujf until the lastpt 
tru/ment and pull out your surprise. 

The Curveball 

To keep your opponent off guard, you cast a qxdi tKit seemmghhasi 
VC hilc your opponent scratches his head trying to figure out vdty you i 
smile, knowing that its sole purpose was just to confuse him 

The Fiddle 

You don t have anything you can do, but you dm't uant yuuroppc*t<l 
know that. So, you stare at your harul and cards m play fora Mm 
check your graveyard. You check his graveyard Then you just «■_ 

I m done, and watch them spend a few minutes trying to figrrtad 
you were up to. 

The Inquiry 

tei staring at your hand for a while, you ask a leading quest*. 
op/xment, something like “ How many cards do >rw have m yc* 

How many of your lands are untapped> m Then sit back and It 
as false assumptions. 

Af The Look 

your opponent has cast a spell, you just git* a dumbfounded 
t t S . ~ ou Sd > • “Arc you sure you want to do that 

S andZy. IgTjAwMwtetow cerMhmcWstntJJ* 
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With roleplaying games, it teas dice. You could tell bow long someone bad been playing 
Dungeons & liragons IV or RuneQuest ,M or what bare you by tbe size , shape . and variety of dice in bis dice bag . (Before 
id finished acquiring dice. / bad two tbirty-siders: friends picked up spherical dOs or t OO-sided percentile dice.) The 
bag itself was another clue; experienced gamers acquired sturdy leather or cloth bags , while novices showed 
up with their dice in plastic vegetable sacks from the supermarket produce department. 


It's too early yet to be sure what the status symbols will 
be for trading card games such as Magic: The Gathering™. 
But there are already a number of accessories and interest¬ 
ing support products available tor Magic 1 * 1 players, and 
veteran duelists are adding their own personalized touches 
to the game. What follow s is a brief surv ey of the burgeon¬ 
ing after-market in Magic support materials. Some of these 
products I've seen and handled personally; others I’ve found 
by prowling magazine ads.Thc prices giv en are suggested 
retail and don’t include shipping for products ordered by 
mail. A list of manufacturers and distributors is provided at 
the end of the article. 

The first major question facing the avid Magic hobbyist 
is. of course, where to keep a collection of several hundred 
or se veral thousand cards, at least some of which may lx* 
worth a significant amount of money. One docs not simply 
stuff a Black Lotus or a Mox Sapphire into the bottom of 
a sock drawer. 

Tile two popular solutions borrowed from sports-card 
collectors are three-ring notebooks full of plastic card- 
display sheets, and clear plastic storage boxes of various 
sizes. Display sheets arc particularly useful to the active 
trader, as it s easy to see individual cards without having to 
riffle through large stacks looking for them. 1 he \\ i/ards 
of the Coast catalog promises that an official Magic: The 
Gathering binder with StXTsheet capacity, featuring art by 
Dcckmaster™ artist Pete Venters, should be available soon. 

Boxes are more compact and often easier to carry 
around as collections grow to epic proportions. 11 k* prob¬ 
lem with plastic storage lx>xes is that some of them an* 
brittle. \ sports-card box is designed to store and protect 
cards, not transport them. If you keep a play ing deck in a 
plastic box and toss it into a rucksack or book bag as y ou 
head out the door for a friendly game, the box is likely to lx* 
badly scuffed and cracked before long. 


Other options include the die-cut cardboard storage 
boxes that card collectors use to store vast quantities of 
cards they 're cheap, really useful, and available at almost 
any card shop.Alderae Entertainment Group, publishers of 
Shad is. also offers a line of sturdy cardboard boxes 
enhanced with lush fantasy artwork. Ilicrc arc two sizes, the 
Duelmaster Deck Box 1 100-card capacity, $2) and the Card 
Cry pt (1 .(XXTcard capacity. S3)-AEG advertises a selection of 
several different designs, color-coded to match the five 
types of mafia in Magic. Boxes are also available with 
vampiric art suitable for Jyhad™ decks and collections. 

Like sports-card boxes, the AEG boxes arc susceptible 
to scuffing over time. And they re not designed to handle 
either factory-boxed starter decks or quantities of cards in 
protec tive sleeves (aka "card condoms”); both will stretch 
the sides of a Card Cry pt, and the former simply won t fit in 
a Duelmaster box. But for the price, art. and utility; they're a 
first-class accessory. For those really valuable collections, 
another option is “The Master's Box'(521.95). built by the 
Wood Den.This is a solid mahogany box w ith brass fittings, 
listed as holding ov er 8(H) cards. Flu* boxes are described as 
hand-made, limited-run items, and the 500-box edition 
advertised sonic months ago may well be sold out by now; 
check with y our local retailer or the manufacturer tor 
current availability. 

Next on the Magic enthusiast’s list of optional equip¬ 
ment arc* accessories for use in play ing the* game.The 
unique item in this category is the SpellGround 1 v gaming 
cloth, available in two sizes (26” square. $1 1.95; and 21” by 
IT. 510.95) from khalsa Brain Games.These bluish-gray or 
tan cloths are spread out between the duelists as a play ing 
surfac e, protecting their cards from excess wear or dirt. 

'Flic SpclIGround cloths arc made of a soft, strong 
imitation impalu skin fabric, and illustrated with attractive 
framing art.Their chief liability is their size; the standard-size 
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cloth tends to spread well over the edges of the tables used 
at many tournaments, while the smaller Elite" mixlel tits the 
table but seems meant for use by a single player rather than 
two. However, for players in more casual settings (say. 
younger players huddled in the comer of a classroom or 
picnickers dueling at the local city park), the SpellGround 
cloths offer genuine value. 

Chief among game-playing aids, of course, art* life-count¬ 
ing devices.The trend here is decidedly toward the low-tech: 
even at tournaments, many duelists stick to pencil and paper 
or simply use a twenty-sided die, with the uppermost face 
representing their current score. Next up the scale are “life 
stones* colored buttons of glass or 
plastic available from a variety of 
sourc es. But the Cadillac of life counters 
is clearly the Sckyi model produced by 
Reaper Miniatures ($7.95).This is a 2" 
circular metal base* with numbers mold¬ 
ed around the edges and a movable cen 
tral pointer. A supplied 25mm miniature 
figure (many choices are available) or 
one front the purchaser's own collection 
can lx* mounted atop the pointer-disk. 

The design is elegant and clev er, 
with one side of the base indicating num¬ 
bers from one to twenty while scores 
from twenty-one to forty apjx*ar on the 
reverse.The pointer-disk d<x*sn’t simply 
turn; there arc pins on the underside 
which fit into holes in the base, ensuring 
that the pointer can t easily slip. And the 
wide selection of miniatures, which many 
duelists paint to further customize them, 
means that no two Sami counters arc 
likely to lx* exactly alike. Only one cau¬ 
tionary note: numbers on some of the 
colored bases are difficult to a*ad. 

Copper bases are a good pick for read¬ 
ability, but expect to paint the silver base 
before using it in an important match. For 
the true Cadillac shopper, a gold-plated 

version may lx* available (it s not listed in StJtvis latest ad. but 
one local a tailer had them on display). 

In the final category of Magic playing aids are creature 
and enhancement counters, used especially with Fallen 
Ftnpires™ cards to indicate elapsed time, enhanced tough¬ 
ness. or the presence of a horde of Saprolings orThrulls. 

Here again, the preferred solutions tend decidedly to the 
low-tech. Many players use pocket change, ordinary dice, or 
extra life-stones for this purpose, but imagination has pro¬ 
duced some entertaining alternatives. One enterprising 
duelist reports having assembled a div erse collection of 
POGs for use as creatures and counters: snakes for Serpent 
Generators, wasps and bees for The Hive, IXXis reading 
POISON" for Marsh Vipers, and lastly, for Rukh Eggs. I have 
a couple of POGs with doves on them that say ‘PEACE’ I 


(From left):AFC's Card Crypt and Deck Box: 
VtotCs Magic: The Catbering card hinder: 
The Wood I'kot's urxxieti card boxes 
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v xYh lift a writers (produced by Reaper Miniatures): 
SjreUGround playing cloths from Khtdsn Brain Carnes 


figure, what better peacemaker than a 4/4 Rukh flying 
against my opponent? 

Wizards of the Coast itself makes one modest nod 
toward equipping new players with useful auxiliary* match- 
als: a gift-boxed Magic: The Gathering set (S 19.95) includes 
two starter decks, thirty glass bead counters together with a 
flannel storage bag. and an enhanced edition of the rule-book 
which includes artwork and a checklist of cards available m 
the current general edition of the game. At about $ * over the 
suggested retail cost of the cards alone, this is a decent value 
and a helpful compilation, though still more useful fora 
single player than for two. 

Between duels and tournaments 
of course, one needs to keep track of 
one s cards and fine-tune those killer 
decks. One item aimed at this need is 
The Mystical Companion (Hunted 
Harlequin Games, $5 99).The package 
f bought included forty double-sided 
record sheets: twenty geared to the 
l 7 tillmited/Rei f ised card set. ten devot¬ 
ed to Legends"*, and ten featuring 
Antiquities m card lists on one side and 
Arabian Sights T * lists on the other 
Blanks and check-off spaces an* pro¬ 
vided lor indicating the composition of 
given decks, much as character sheets ' 
for roleplaving games provide space 
for listing statistics about a character 
But while the forms are reasonable 
complete and thorough, it's hard to set 
them as highly useful.The cover sheets 
descriptions an* confusing at best, 
referring to "ten six-page deck-design 
forms in one section, which may kad 
novice play ers to believe that the 
sheets guide users through the process 
of constructing a playable deck—tho is 
definitely not the case. 

Of more* interest is the prolifera¬ 
tion of computer software designed to 
catalogue and organize information about a duelist s Magic 
c ard collection.At least four different pac kages are available 
offering a variety of features and capabilities Windows- 
based options available at this writing inc lude ( ard.Master " f 0 
Game card Wizard™, and ErankcnCard '. CardMastcr and 
Gamecard \\ izard also offer IX )S vc*rsi< >ns as do the makers j 
ol Deck Daemon \ In addition. Deck Daemon s producers 
have both VPindows and Mac v ersions in preparation. 
(Review copies of the most current versions were not yet 
available as this article was being written. More* complete 
re views of this software are planned for the next issue 
of The Duelist A 

I he challenge of using any database-, of course lie'm 
enu ring the initial data. While m< >st of the available card 1 
king software includes predefined listings of the 
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existing Magic card sets, one must still go through and note- 
how many of each card one owns (“Let s see. that's three 
Mana Vortexes, <click>, seven Prodigal Sorcerers <clkk>, 
one Lord of the Pit <ciick>...r>. Many players, traders, and 
even card dealers may survive perfectly well by keeping 
track of their cards in their heads or with ordinary paper 
and pencil. Confirmed deck-tinkerers and investment-orient¬ 
ed collectors, however, may find features of these* software 
packages sufficiently useful to justify the keyboard time. If 
you're worried about insuring your cards, the availability of 
a reliable and easily printed collection inventory mav be a 
particular benefit. Some of the software is compatible with 
Scams electronic price-updating ser¬ 
vice. ~S<h')r on i)isk,“ enabling users to 
easily track the “market value” of their 
cards and collections. 

The ease of laying hands on any of 
these support products depends in 
large part on where you’re getting your 
Magic cards.The cards themselves are 
available at countless outlets around 
the country; but retailers who stock a 
full line of accessories can be harder to 
find. Many comic and card shops, more 
experienced in handling sports cards 
and comic books, have little display or 
storage space for miniatures and color¬ 
ful boxes, or aren’t used to selling 
software. Chain booksellers who have 
recently begun selling starter decks 
and Fallen Umpires boosters may not 
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(From lef)):DlGlTAL Alcbemy's Gamecard It mini; 
sfnets from Hunted Harlequin Game’s The 
Mystical (’omfxtnion; Ski Hi Sides’ Card Master 


even realize that support products exist,let alone know 
where to order them. (The intriguing exception I’ve seen 
is Software Etc., whose distributors have brought in boxes, 
magazines, and life stones along with the cards.) 

Fortunately, most of the accessory manufacturers 
appear to expect and encourage mail orders. Remember 
when mail-ordering to check advertisements for shipping 
and handling charges, to include state sales tax where 
appropriate, and not to send cash. Wherever possible, you 
may want to order by telephone to lx* sure* that the 
product you’re interested in is still available and that the 
advertised price is still current. 

None of the products described 
above are necessary to play and enjoy 
Magic. But some of them are entertain¬ 
ing, some are attractive, and many can 
be useful to occasional duelists and 
avid collectors alike. So, it’s a good 
idea to keep an eye on your local 
dealer’s accessory shelf and on the 
advertisements in card-collecting 
magazines. Someone may be offering 
just the thing you need to be the 
coolest, most organized, or sneakiest 
Magic player on your block. 


Special thanks to Planet X of Portland 
Oregon , and to GEnie subscriber and 
Magic-player Cbaz Harrington for 
assistance with this article. 


Midi ’s Magic:The Gathering Gift Box’ 


Di-tJMASfTit Dm a Box and Card Crypt 
A Menu Entertainment Group (AEG) 
t045 Guasti *212 
Ontario. (A 9 TO l 
(909) 390-5444 

CardMastfr software 
Sky Hi Sahs 
IS) Box 421 
Barker. 7X 7*413 
(800) W9-4267 or 
(*13) 647-0$08 

FRA.\KL\CaRD software 
Geeku arv. Inc. 

5023 W 120th Air.. Suite 126 
Broomfield . CO 80020 
tJ03) 465 2849 


Deck Daemon softwarf 
Bant s (Juest Sofltcan » 

620 Vista Suite C 
Boise. ft) 83*05 
(208) 336-9404x715 
(208) 336-9315 <Jax> 

(208) 345-6121 (BBS* 

Handcrafted wood card boxes 
the Mixtd Den 
30*1 l ttton St. 

Hobart. IN 46342 

SPFIJGrOVND PlAYISG UOTHS 
Kbalsa Bruin Games 
IN) Box ro t36 
Sou Francisco. (A 94It* 
(415) 985-5222 


FrankenCard software 
Geekukxre, Inc. 

5023 w: 120th Avv.. Suite 126 
Broomfield . CO 80020 
(303) 465-2849 

Gamecard Wizard software 
DIGITAL Alchemy 
I / 469 Olive Blvd. *223 
St Louis . MO 63141 
(800) 566-627 r (orders) 

(314) 447-8250 (information) 

Dfcx-desjgn forms, gazetteers, etc. 
Hunted Harlequin Games 
IS) Box 3344 
Ann Arbor Ml 48106 
(3/3) 662-6021 











A PIXEL IS WORTH A THOUSAND WORDS... 
(especially if your compression routine is bad) 


Hey look, art! For those of you who haven't yet gotten a glimpse* of the 
graphics from the upcoming computer version of Magic™, here are some 
screen shots from the game, with descriptions explaining what each 
screc*n represents.Take a look around and see what you think! 


It is clear from the superior graphic quality that MicroProse™ artists Frank 
Frazier and Todd Bilger used onh the line*st and most expensive develop¬ 
ment tools to tailor the look of the game (a combination of DPaint II™ and 
those M-picce boxes of Cniyolas™ with the little plastic sharpener in the 
back) Frank andTodd assure us that the rest of the game will look at least 
as good .is the stuff you sc*e here, especially if they gc*t more crayons. 


As you ooh and aah over the screen shots, we* thought we d tell you about 
some of the features of the game. The Magic computer game has three 
different modes of play: Archmage mode, the “Heir to the Towe*r" stand¬ 
alone adventure, and the <in-Unc “World of Shandalar.’ All three modes are 
included in the Magic: The Gathering™ CD-ROM, and are available to 
players from the moment they start up the game. 


ARCHMAGE MODE 

The Archmage is a w izard w ho has access to unlimited quantities of 
almost every card in the game. 1 sing this mode, the* player can basically 
build any deck imaginable. Archmage mode also lets players sort the cards 
in a numhc*r of w ays, allow ing for the creation of Duelists' Convocation 
Type I or Type II tournament de-cks. or custom rule decks. 

Once a deck has been built in Archmage mode, the player has the option 
of dueling a variety of special computer opponents or taking on another 
player in Archmage* mode through a modem or null-modem serial link. 
This mode does not use real ante and doesn't allow for trading—after all, 
the Archmage has unlimited numbers of every card, so w hat's the point? 

Archmage mode is the perfect tool for testing and modifying deck 
designs, especially if you're trying to avoid w ear and tear on your more 
collectable Magic cards. 


-HEIR TO THE TOWER" stand-alone adtnt, 

This is a single-player idVCflCUR in w hk h the plaur takes the rafctf a 
apprentice wizard who has just received his or her first 
spells.After selecting one or two colors of magic to specula 
apprentice is given a select i on of about two hundred cards wnjjhw 
toward the chosen colors and the Opportunity to i ustomne h» or t 
name and personal portrait 



At this point the player is introduced to the city of Ardtsun c 
environs. Located in the city are numerous computer <<mtn> 
player characters with wlm h the apprentice nu> dud,tradespcUw 
discover important facts CQOGCrtliQg thg game world Flic primps* 
the stand-alone game is learning t<» build do ks .Rqmrilgcvrr n ~ 
and powerlul cards, and defeating opponents in Jut S \ 
riddles, puzzles, and interesting plots also exist in Ardesun t« s 
things up along the w ay. 

(And no. the Heir to the Tow er doesn t have anything to do * 
RapunzcLand does not involve the use ..t the Ib-n I'r.u: 



When you 
see this 
screen , /*> 
ready to 
boldly go 
where 
Ikikkon 
BlackbLide 
will crush 
you like an 
ant . 


\XorId of Shandalar was designed t<> Ik- \cry similar to tl> 
envnonment found in Heir to the Ibwee (hue a playerh*ct 

H " C * l ,° nC Jci ' cnUla ’• will find that he is already learned in 

win >n ,nC will lx- required to Mart a different d 

tiotvil* 1 1K '' Sclct 110,1 {)i cards w hen thc\ enter the Olllrtfi 
cart s w ill be fairly C5»SJ n > at quire through duck quest' 

line tn r' Ct ! lS inc lude scavenger hunts organized tournat 

irr ..- 

lu '> «»“ 

and then - . foam across the CO UOtiy, make 

•<nd thin trush them m ,„, k . ssl> S)llm|s IU ,„ 
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mail from imploring fans 

Since publishing our e-mail address Iasi issue, we have received hundreds 
of electronic messages asking about the game. Some of the more common 
questions are worth tackling in Magical Hacker* So here goes... 


Q: Will I l tare to hay tu'o copies of the game, one for stand-alone play 
and a different one for on-line games? 

A: No. (And don't let our marketing department hear that suggestion.) 
One CD holds both. What a bargain. 


QVfftb the neu Magic: Tin Gathering on-line game coming. I assumed 
tfxit there uould In* a need for Sysofts. How do I go about expressing my 
interest in doing this? 

A: Send e-mail explaining your background in computers anti Magic to tlx* 
games on-line support group, Sinnitn Hiics TM . at Magic. 1 -‘ger: io.g* --is.com. 

Q:Wby won't you guys make a Magic computer game for the Mac? 

A;We’ve all had to adjust to the fact that there art* a lot more PCs than 
Macs (or Amigas, for that matter). But take heart, Mac fans. Lead program¬ 
mer Jeff Billings is a Mac hacker from way back. Jeff was thinking about 
the Mac while doing the program design, w hich should pave the way for 
an easy port of the Magic game to the Macintosh. So. although there is no 
official word on a Macintosh version of the game, we haven't forgotten 
about you < >nce P<; Magic is out. we ll be able to tell you more. 

Q: Is tin* computer game going to include etvry card released to date, 
even Fallen Empires™? 

A:Actually, no. PC Magic will include cards from the following sets: the 
l nlimited ™ and Revised ™ editions of Magic: The Gathering Arabian 
Sights™, Antiquities™, the Dark ™. and Legends™.W c plan to add 
Fallen Empires , fee Age™, and other expansions in follow-up releases. 


QtWben will the Magic computer game he available in Canada? 

A: Magic should appear in Canada a few weeks after its l .S. release, which 
is currently slated for late summer. 

Q: Which on-line service is tlx* game going to Ik* on? 

A: MicroProsc hasn’t announced this yet, although a deal has already been 
made. It will be a major national network with local access in most major 
cities. Check out “Magical Hacker" in future issues and we will let you in 
on the network choice as soon as its made public. Promise. 

Q: How much will it cost to use tlx* on-line sendee? 

A: Vie can't announce the cost until we announce the name of the on-line 
service. What we can say is that it will be* competitive with other 
commercial on-line games now available. And we can say with certainty 
that playing two hours of Magic on-line will be less expensive than going 
to a movie and more fun than w ashing your cat. 

Q:Will playing Magic on-line realty be more fun than washing my cat? 
A: That would depend on your particular cat. We think the answer is yes. 
unless you use* catnip-scented bubble hath...then it would he a toss-up. 



Here 's where 
it all comes 
together and 
you assemble 
your invincible 
war machine 
stomp and 
crush and 
pummel your 
enemies and 
take* otvr the 
UKtrld! Ha ha 
ha ha ha... 


Q: ill there be on-line tournaments? 

A: Yes! Simutronics is already working on developing tournament 
organizations w hich will take advantage of the on-line world. Imagine a 
national tournament with thousands of play ers participating from across 
the continent! That should give you an idea of the kinds of events 
which will be possible on-line. 

O: lit,tr large is PC Magic going to he? Will it he available on floppy disk? 
A: PC Magic Ls currently over 400 Megabytes in size.iliat would work out 
to at least 1(K) floppy disks. We prefer not to think about the kind of 
person w ho would be willing to load a hundred floppy disks to play a 
game. Hey. think of it as the perfect excuse to go out and buy that double¬ 
speed CD-ROM drive you’ve been eyeing at your local computer store. 

Q:Tbe computer Ms must he pretty smart to play Magic How 
smart are they? 

A: Wizards of the Coast rules expert Tom Wylie has spent nearly tw*o 
months working on-site with the PC Magic team helping to develop the 
card rules andAIs for the game Tom was recently overheard saying, “Wow, 
the AI Ls smarter than I am"—but the AI had just play ed Word of Command 
on Tom, so we're not sure whether he said that of his own free will. 


y.vlrc there going to he built-in decks from WotC creators in the game? 
A: Yes. Richard Garfield and several members of the Magic design team 
have been invited to create decks for the game. You will also be* able to 
challenge WotC, MicroProsc. and Simutronics staffers to live duels in 
the on-line game. 
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So there’s a peck at what the Magic: The (lathering computer game will 
offer. In the next Issue of The Duelist. “Magical Hacker" will be expanded 
into a feature article on the game.Get your CD-ROM drive ready! 

As always, we would love to hear your questions, comments, and 
suggestions. We like letters...except for the bad ones. Send the bad ones to 
someone else. (Sorry, we’re sensitive that way...) Now I have to go wash 
my cat. Hmm. where did I leave that catnip bubble hath? 

Send nice mail to: 

Magical Hacker 

c/o MicroProsc Software 

180 Lakcfront Drive 

Hunt Valley. MI> 21030 / ^ 


T --- i » f 

































Your Friend 



I)o you have access to the Internet? If so. 
you are in luck. ()nc of the easiest ways to 
obtain information regarding Magic: The 
Gathering " and other Wizards of the Coast 
products Is over the Net. How you receive 
information depends on how you're wired 
in to cyberspace. Sending e-mail lets you 
communicate with WotC directly, and 
accessing our World Wide Web home page 
or archive site can put you in touch with a 
wealth of information on WotC products. 
Electronic discussion areas, mailing lists, 
and newsgroups allow you to catch up on 
the latest game-related news, talk with 
fellow players, and pose questions and 
comments to official WotC representatives. 

Your most direct line to WotC is through 
any e-mail account that can reach the 
Internet.The Customer Service Team 
can be reached for rules questions at 
questions@wizards . com. Customer 
Service representatives monitor these 
addresses to answer specific rules ques¬ 
tions. providing FAQs and official rulings 
for WotC games. Official rulings are provid¬ 
ed to give informed, objective clarifications 
of the rules; these rulings settle disputes 
and help provide consistency in a game 
that’s being played all over the world. 


Some questions get asked over and over, 
and we try to collect these questions (and 
their answers) in an FAQ. If you send us a 
question that is frequently asked, we’ll 
probably send this FAQ to you. Not only 
will you get the answer to your question, 
but you’ll also receive a lot of other 
answers to questions that you may not 
have run into yet. 

We often receive more than one hundred 
messages a day at our main address, 
questions#wizards . com, and our 
stack is usually two to three hundred 
messages deep on Mondays. Even with this 
heavy load, we manage to answer most 


by Dave Howell Csnark@wizards.com) 

questions within one business day. Since 
we have to respond to so many people, 
don’t be surprised if the reply to your 
question is very brief. If the reply doesn’t 
provide enough detail, please feel free to 
respond w ith a more specific question. 

If you have non-rules-related questions, 
comments, complaints, or concerns 
about WotC products, send e-mail to 
custserv@wizards.com. The 
Customer Service representatives handling 
this address provide information on all 
sorts of WotC-related subjects, from 
product release dates to procedures for 
replacing damaged products. If you're in 
the U.K., send mail to uk#wizards . com; 
elsewhere in Europe, you can write to us at 
belgium@wizards. com. 

To retrieve the most thorough information 
regarding WotC products, search through 
our file archives or visit our World W ide 
Web home page. Many of the commercial 
services have a file download section, but 
the central depository for information is 
currently located at the Internet site at 
f tp. itis . com. If you have an Internet 
account, you can use anonymous ftp to 
retrieve files from that site’s /pub/deck- 
master directory 7 . (For more information 
on anonymous ftp, ask your system 
operator for help.) 

For those who have access to W’orld Wide 
Web, our home page can be reached at 
http: / /www. itis . com/deckmaster. 
llie Web page and the ftp site contain 
buckets of information, and the Web page 
will also connect you to pages for Jyhad™ 
and RoboRally™ as w ell as pages for other 
trading card games. A lot of the information 
at the ftp site and on the Web page wasn't 
created by Wizards of the Coast, but by 
Ians of our games. (This is good to keep in 
mind while wandering around these sites 
since you may find a file that tells you that 


Atogs make great kre scrapers 
arc concerned about the acciwo I 
information, check with 

custserv@wizards.coa or 
ques t i ons@wi zards. coo. 

At this very moment, www.vizaru 
may be coming online The compile 
staff at Wizards of the Coast has baa 
working like crazy to upgrade our to 
ware to meet the phenomenal 
Cool Computer Things on the Vet V 
should have Web pages on *<xC cog». ' 
ers by now. so go ahead and tn 
www.wizards.com and see min 
we've been up to. 

If you want to get in touch with fcto 
players or WotC's net reps (nenrori rr 
sentatives). visit one of our dectrooc 
discussion areas We have netirps ■ 
America Online. CompuServe.The 
Imagination Network, GEnie. and Pro& 
On AoL, use the Keyword: GCS toft* 

(Naming Company Support folder for 
Wizards of the Coast, or Keyword 71 I 
find the M:TG Q&A or An MapcT h. 
in the Gaming Information Exdung > 
can also contact WotC2#aol.c<* * I 
out where WotC games are cUscussed p I 
CompuServe. Magic discussion ukr 
in the RPGames forum, section 13 
card games' Jyhad discussion i'« & 
same forum in section 14, ‘Other aed 
games." On the Imagination Nctvtfi 
(INN), in the Clubhouse, go to the 
Go/Magcs Den Magic dfocussions rt ^ 
Bulletin Board called Magic General' 
can also write to WotCSanta or Scot 
Nicholson at MB#52645. On Prod* 
can contact gfhv50a tofindotf* 
WotC games are discussed 

Most nctrrps are not paid emf* ^ 
Wizards of the Coast. They re 
who have demonstrated a good b** 1 
of WotC games and were asked to to- 1 * 
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‘official’ Many of them work from home, 
serving as netreps because they enjoy the 
work. Please be understanding when one 
of them gets sick or goes on vacation, 
because it might take some time for ques¬ 
tions to be answered in that netrep s area. 

VtTiik’ the discussion areas on these 
services arc good places to talk to other 
players, get the latest news, and just hang 
exit, there arc two other “hot spots" in 
cyberspace: WotC's electronic mailing lists 
and the Usenet bulletin board system. 

Mailing lists arc available to anybody who 
can get e-mail to and from the Internet. To 
find out what lists are available, send a 
message to listserv@wizards . com. 
This message will be processed by a com¬ 
puter, not a human, so follow" the directions 
carefully. First, the computer doesn’t care 
what the subject header of your message 
says, so you might as well leave it blank. 

The message itself should be one w r ord: 
list. In a couple of hours (or a day or 
so—it depends on the connections 
between your computer and WotC), you’ll 
get a mail message that lists all of the elec- 
tnmk mailing lists that our machine han¬ 
dles. To subscribe, send an electronic mail 
message to listserv@wizards . com 
with a message that says subscribe 
name-of-list your real name. 

For example, if you wanted to subscribe to 
our main mailing list about Magic, mtg-1, 
and your name is Axelrod Gunnarson, then 
you'd send this message: subscribe 
mtg-1 Axelrod Gunnarson. 

Remember to send it to our mail computer 
at listserv#wizards . com. Sending 
the subscription request (or a request to 
un-subscribe from one of the lists) to 
questions^wizards. com or 
custserv-®wizards . com won’t do 
you any good, and will just annoy the 
human being answering the mail. 

If you pay to receive mail, be very careful 
when subscribing to any mailing lists! This 
is how a mailing list works: somebody 
sends a message to mtgl&wizards . com. 
The mail computer then sends a copy of 
that message to everybody who has sub¬ 
scribed to mtg-1, including you. You get 
excited and send a reply, and the reply 
goes back to mtg-l@wizards . com. 


The computer then sends a copy of your 
reply to everybody on the list. Some lists 
w ill have a message every day or so, and 
some w ill have hundreds per day. If you’re 
paying for mail, that can start to take some 
of the excitement out of it. 

Finally, when you subscribe to a list , you’ll 
get a message from the computer describ¬ 
ing the features of the system. Included 
w ith this message are instructions on how r 
to unsubscribe, should you ever decide to 
stop reading the list. Keep this message! 

It's full of stuff that you will w ant to 
know r someday. 

If you have an Internet “account," which 
means your computer is actually part of 
the Internet, then you may have access to 
the news or newsgroups of the Usenet 
bulletin board system. A number of differ¬ 
ent programs allow you to read news- 
groups, so you'll have to ask your local 
system operator how to do this. When you 
find out, here are the groups that deal with 
Magic and other trading card games: 


USEFIET riELUSERDLIPS 

rec. games. trading cards .magic. rules 
Magic rules questions and answers 

rec .games .tradingcards .magic strategy 
Discussions <xi play strategy deck designs, etc. 

rec. games. trading-cards .magic .misc 
All other topics related to Magic 

rec. games. trading-cards. jyhad 

All/) ixidA ampire: ITk> Etenud Struggle topic's 

rec. games. trading-cards. announce 
Trading card game announcements 

rec. games. trading-cards .misc 
Discussion of other trading card games 

rec. games. trading-cards .marketplace 
All sales, trades, auctions, etc. 


Netreps are assigned to magic. rules, 
magic .misc, and jyhad,so these arc 
good places to go for official information. 
The . announce group is moderated, 
w hich means a moderator decides for the 
group w hich messages arc appropriate for 
posting and which aren't.This group is 
especially useful and informative as the 
moderator isn't affiliated w ith Wizards of 
the Coast or any other company and posts 
in the group arc kept to a minimum. 

In any electronic discussion area, whether 
it's a commercial service, a mailing list, or 
a newsgroup, spend a week or so just 
reading the messages before posting any¬ 
thing. This w ill give you an idea of what 
sort of things are discussed in the area, 
and save you from making an inappropriate 
post. Some people can get very testy if, 
for instance, you offer to trade in the 
strategy newsgroup. 

This is. as I'm sure you'd agree, an amazing 
amount of information. Take a deep breath; 
you don't have to read all of these groups. 
Wizards of the Coast tries very hard to 
make sure that the bits that arc most 
interesting to people show up in all the 
different areas, so you probably won't 
miss anything critical if you're just reading 
CompuServe, or just a Usenet group, 
for example. 

What if you don't have Internet access at 
all? For questions, mail and the phone 
still work just fine. You can call Customer 
Service at (206) 624-0933, or write us 
a letter at: 

Wizards of the Coast 
Customer Service 
P.O. Box 707 
Renton. WA 98057-0707 

For cool net access, you'll need a computer 
and a modem. We can't help you much 
beyond that, because there arc so many 
w ays to get connected and they vary from 
city to city’. Many schools, businesses, and 
other organizations have access to the 
Internet; you can also ask at kx'al computer 
stores, check magazines, or look for a 
friend who’s connected.A great source is a 
local computer newspaper if you can find 
one in your area. See you on the nets! 
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7474 Edmonds Street, Burnaby B.C. V3N I B2, Canada 
Tel: (604) 521-4471 • Fax (604) 521-4476 



The Gathering 


MAIL ORDERS 
AVAILABLE 

Singles-Boosters-Boxes 

Artists’ signed and numbered 
prints from $20 


RoboRallv 
Shadowfist 
The Great Dalmut 
On the Edge 
Jyhad 

Doom Trooper 
Star Trek’ 
Wyvern 
Illuminati 
Flights of Fantasy 


Upcoming Events 

June 25th *95 
July 29th ’95 
Sept 9th ’95 
Oct 28th ’95 


WotC World Tour 
Margaret Organ-Kean 
Doug Schuler 
Magic Costume Party 


> i reported trademai id Jctmo a tradmurl crtw h W. ^ »< the Ciu<, fac,orb* uherv M,* pnKiiht 
vunpra ks iha pchfcvh thx piukfe t v t the rumr i< xn pn^kw *nt>« [twumi << trademark Mir* %f>tukl r>< he , t ,Mr 
W .4 .< the * a tCitMcrd trademark Mapc The Gathering The tire* Daimuti ad RoboRalh j»c trademark m 
Vampire: The Eternal Struggle oe tnJtwA' < W u : > ■ < the (*>as». Iik jexi White Woif Game ScudH' Ifatratsia bn 




















DISTRIBUTORS' IMC 

— Members of GAMA — 

1674 BARCLAY BLVD., BUFFALO GROVE, IL 60089 • TEL: 708-537-6634 FAX: 708-537-6682 

Call today to receive our catalog and price list • Retail dealers only please. 

We proudly distribute all of these fine lines 
of collectable card games and trading cards... 
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NEW EMPIRES 


An All New 

JAUtCTte EK-PHSFS 

Expansion Set!!! 



:tic empires Primary Edition 


major release! First print run going, going... 

1 itions greatly improved since Introductory Edition! 
Eight different empires! ^ 
itit Itra rare) cards found only in the first print run! 

; Deck C - CG 1110 (55 cards, 50 nonrandom) $6.95ea. 12/display 
xpansion I acks CGE4110 (12 random cards) S2.45 ea. 36/Display 


Limited Edition Prints (500 signed & numbered) Coming Soon! 
LP0001 - Assault on a Ciydon Bridge' (this illustration 20x24) S39.95 
Illustration © 1995 Douglas Chaffee. 


NEW EMPIRES 

A 200 card expansion set for Galactic Empires! 

Four All New Empires! 

Plus 10 Entity (ultra rare) cards found only in the first print run! 
Basic Deck C - CGE1120 (50 nonrandom) S6.95 ea. 12/display 
Expansion Packs - CGE5110 (12 random) S2.45 ea. 36/Display 


r.ali r.nmnaninn Games for Details: 1-800-49-GAMES or 607-652-9038 















The fiackdraft 

With thanks to Charlie Catino 

You know how you get when you plav Magic'* l,nt *l two * n r ^ u ‘ 
morning. You’ve fought many duels' that your brain ha* melted. But 
you’re '‘till wired, and you could "till be talked into one more game. In this 
vulnerable moment, Richard Garfield sidles up to you with a mischievous 
gleam m his liazebbrown eyes. “I've got an idea,” he says, giggling. 

So it h.ipj ened at the Wizards < >t the ('o »st offices in mid-March, 
when Richard ( urtield lured the Magic RXd) staff into a new and bizarre 
variant: the Backdmft. It worked better than anyone dated imagine. 

“I’ll lake a four-point Fireball...” 

A draft is a way to distribute cards from a common pool to players in 
a league or tournament. (Several drafts are described in Rkhard Garfield’s 
article “Something in Qmtmon” in issue ~5 of the Duelists' Companion, 
and in Joel Micks article on leagues in the [V/cet Player's 1 Guide.) One of 
the more interesting forms is the Queue Draft, in which each player starts 
with 60 punts and “buys” vixtv cards with which to form a deck. 


“Fireball for free—DOH!” 

The Backdr.ift is a Queue Draft with a different goal. Ead 1 
tries to draft the worst possible cards for her deck. Then, m each j* I 
rhe tournament, the player gives this miserable assortment * I 
her opponent and receives the opponent’s unspeakably badc ,\\ I 
return. Each player strips the deck as desired, adds any numberm • I 
of basic lands for a total of at least forty cards, and trie- to win •„ * ,1 
resulting mess. After a match of three duels, each player rakeT % 
original deck and presents it to the next opponent. Refx e J 
players have played each other. 

Sound dumb/ Try it. Omit basic lands from the card jv« »i. _. . \ 

player 40 points to draft exactly forty cards, and conduct T f 
above. For an additional twist, add some bribery to the tome. K j 
the card in the 0-point position b not drafted, place i brilv 
the card. When rhe card is finally drafted, the person \T - 

receives a point for even bribe counter on the- card. S . * ! 

wouldn’t normally want to draft a Sengir Vampire. even DrJm 
begin to look enticing with eight or ten brilv counter* r. .' 
those points will allow you to draft many more worthless ear,:- 


QUEUE DRAFT 



To begin the Queue Draft, chtxise a maximum price for a card, say 6, 
and a player wlu> will draft first. First, turn over a card from the com¬ 
mon pool and place it on the table, beginning the queue. Player 1 can 
“draft” (selecr) that card for 6 points, or pass. Turn up another card and 
slide the first card away from the deck, putting the new card in its place. 
Player 2 may either draft the new card for 6 points, or the first card for 
5 (or the player can pass). Each player in turn may buy a card or pass, 
and each card drops in price to make room for a new card in the queue. 

Continue drawing cards in this way until there are seven cards in 
the queue. The first card (the card that has been in the queue the 
longest) costs zero points, the second costs 1, and so on to the seventh 
card, which costs 6 points. Once there is a free (0-point) card on the 
table, each player mitst draft one card per turn, either paying points for 
one in the queue or taking the tree card. When a card is drafted, slide all 
higher-cost cards down in the queue, and draw a new caid for the 
seventh qv*t. Once a player has drafted sixty cards, she drops out of the 
draft; the draft continues until all participants have selected sixty cards. 

The card pn>l for thi* draft should contain at least one starter deck 
for each player in the league or tournament. There should be one more 
card in the queue than there are players in the draft; thus, if there are 
< nly five players drafting, there should he six spots in the queue, and rhe 
price of the first card in the queue should he 5. 

Each player constructs the host possible deck from the sixty cards 
she drafts. Note that basic land is included in the Queue Draft, so 
players need to he sure they draft enough land for a practical deck. 


“This looks like a useless card. I’D take it!” 

The Backdraff is a true test of player skill—in drafting, in & 
building, and in play. It calls for different strategies, because' 
almost everything there is to know about rhe deck you plav o 
Also, every time you play someone, you get to build a newdcdk»*F 
of the game that a lor of people enjoy. These decks are full of surff 
Backdrafters will spend four or five points to secure that cor 
Reconstruction, Inquisition, or Aladdin’s Limp, only to have an r 
nent turn Castle or Creature Bond into a game-winning card. 

As with other forms of the Queue Draft, the Backdraft calls t r 
dent husbanding of points. One player spent all his points on a few * 
1> had cards, then mn out of points and had to take gixd spells. ID 
ended up wirh a Juggernaut, Primal Clay, Phantom Monster, and r 
al X spells. (As Richard Garfield commented, “I wxxild have been p 
to play that deck in a real tournament.”) For this reason, defensive dr 
taking a card so thar an <ipponent dtxzsn’r ger it——is extreme! '' 

Whats the best strategy for drafting a terrible deck/ Its geno 
visable to aim for a balance of all five colors, avoid r 
creatures avoid creatures of all kinds, if possible—and guard - 
powerful combinations. If you have to draft creatures, cards rhat 
two mana of the same color or multiple colors ro cast can he ditm 
H ° n ents to get out. Walls may also he a reasonable creature o< 
t lough walls are a lot stronger w’hen everyone is avoiding^ 
^ LKutiiKs. And if you’re surprised at how well your opponer' - 
1T H garbage you gave her, remember: it can always get wen-- 
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The Swiss Draw: An Alternative 
Tournament Format 

thanks to Jim Lin 

Lmg established in chess clubs and popular among European 
j'lavers of Magic, the Swiss Draw tournament (or “Swiss system”) is a 
Inn :md challenging alternative to the standard round-robin or elimina¬ 
tion stvle event. Unlike single-elimination tournaments, all players com- 
jvtc ro the end of a Swiss Draw tournament, so those who don’t win can 
mil play t‘ r tun and ranking points. The system can lx? adapted to Tyjx.' 1, 
Tvpc II, Sealed I\*ck, or any other tournament type, although the 
[Wws’ Gmvocation currently only 
sanctions single-elimination events. 

PRELIMINARIES 


PAIRING IN LATER ROUNDS 

For the second round, the players are divided into groups based on 
their win-loss record. The coordinator then pairs the players with 
opponents in the same group. Thus, each player who went 2 0 in the 
first round taces another who went 2-0; each who won one game plays 
another entrant who won only one game: and those who lost both 
games in the first round play against one another. The c^rdinator 
should use the same pairing method as in the tirsr round (random pair¬ 
ing, ranking points, etc.), hut should ensure that no player ever plays 
the same opponent in two different rounds. 

On each subsequent round, the coordinator pairs opponents 
with identical win records. If the number of players with a given 

record is odd, the weakest player 
plays the strongest opponent in 
the next lower ranking. 


Each player in the tournament 
receives an index card. The card will 
1\ used ro show’ that player’s oppo¬ 
nent in each round, rhe number of 
duels won that round, and rhe total 
number of duels won. (It helps if the 
number of players is a power of 2.) 

Next, determine the number of 
rounds in the tournament. Though 
:hh is flexible* try’ to have at least 
is many rounds as a standard elimi¬ 
nation tournament. A standard 
tournament with sixteen players 
requires four rounds, so a sixteen- 
player Swiss Draw should have at 
least four as well. 

PAIRING IN THE 
FIRST ROUND 

The tournament coordinator 
pairs rhe players for the first round, 
either randomly or by some other 
ranking system. If you use a 
ranking system to match players 
(Duelists’ Convocation rank points, 
tor example), try’ to keep the differ¬ 
ence between opponents roughly 
equal for all pairs. For example, in a 
sixteen-player tournament, rhe top- 

ranked entrant would face player *"9, **2 would duel ^10, and so on. 

Begin the opening round by’ choosing which player in each pair 
will go first in rhe first duel. Players should alternate going first, 
regardless of who won the previous duel. Each pair plays a set 
number of duels. (Two duels per round allows each player to go first 
nee and gives a fast tournament, although three-duel rounds make 
sideboard strategies more fun and effective.) Players report the 
results to rhe coordinator, who notes the totals on the players index 
curds. The coordinator should also post running victory totals in a 
visible place during the tournament. 

Il the tournament has an odd number of entrants, the coordi¬ 
nator should assign rhe weakest player a bye and give him an 
average result. For example, if each round is two duels, rhe player 
is given a l -1 record. 



NEW WATS (AND SOME OLD 
WAIS) TO PLAIi®?®® 

COMPILED BY ALLEN VARNEY 


VICTORY 

After the specified number of 
rounds, the player with the most 
wins is declared the victor. The 
coordinator can have tied players 
play a tiebreaker match: the first 
player to win a duel is the winner of 
the tournament. If time constraints 
forbid this, break ties by comparing 
the win totals of each tied players 
opponents. (Idtis generally tells 
which tied player beat better oppo¬ 
nents. However, in a tournament 
of four rounds or less, this method 
is srrongly influenced by the luck 
of pairings in the first few rounds.) 
If this total is also tied, the coordi¬ 
nator may award victory to the tied 
player whose opponents have a 
higher combined ranking, or 
simply declare a tie. 
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FovrJh EDition 


[ lave you ever [flayed with Sylvan Library! Been 
u«mdering how you could get the most out of 
Blood Lust? With the release of Magic: The 
Gathering—Fourth Edition, everything old is 
new agiun; cards from previous expansion sets 
have been rotated into the new mix , giving 
players a chance to experiment with new aird 
xtmhiruubns. Here, the WotC experts have ptxtled 
their collective knowledge to offer some updated 
strategies using a few of those returning cards. 


TIME ELEMENTAL and BALL 
LIGHTNING 




MIND BOMB and BALANCE 




Tins is one of the more twisted and advanced strategies for 
players who enjoy Balance decks. Play Mind Bomb (a sorcery 
that deals 1 damage to all players, allowing players to avoid a 
point of that damage for each card they are willing to discard 
from their hands). Unless your opponent is also playing a 
Balance deck, he or she is likely to chi>ose to take 3 damage, 
whereas you can choose to discard three 
cards. Now you can play Balance and, 
hopefully, force your opponent to discard 
those three cards anyhow; often. Balance 
decks are built with the intention of keep¬ 
ing your opponent low on cards, even if it 
means doing the same to yourself. Add 
multiple copies of The Rack, and this com¬ 
bination is even better, since you can take 
advantage of the fact that your opponent 
has no cards in hand. 


Try combining Time Elemental (0/2, 

2 4 4 to return target permanent 
to your hand) with Ball Lightning 
(6/1, trample, can attack the same 
turn it s summoned, and is buried at 
the end of any turn its summoned). 

Ball Lightning is an extremely use¬ 
ful card all By itself (when is 6 
trample damage ever not useful.0. 

But now for an extra 2 4 4 you can 
keep casting that Ball Lightning 
each rum to run over your opponent with 6 tramp!* 
damage. If your opponent isn’t dead after a few tumv 
consider tuning the rest of your deck a hit. 


SYLVAN LIBRARY and SINDBAD 


Itn 1 


_ 


Sindbad by itself (1/1, tap to draw a card from \>nir lib r- 
discard that card if it is not a basic land) appears u be 
decent way to obtain more cards. If you’re playing with 
approximately 1/3 (or more) land, you can expect t ' 
average of four cards every three turns. In other worT 
drawing an extra 1/3 card each turn, hut you’re risking:' 1 
of some key cards should Sindbad force vhi to dbcanl \, 
Now add the Sylvan Library (you may draw rw c* 
cards during your draw phase, then either put two cf the cr. 
drawn hick to the top of your library—in any Ofder-^t - 


CARD COMBO SIDEBOARD 

Time Elemental works quite effectively with Stasis (an 
enchantment which States that players do not get an untap 
phase). Time Elemental returns a target permanent to the 
owners hand. So, at the end oi your opponent's turn, return 
the Stasis to your hand using the Time 
Elemental. On your turn, untap as 
normal, and then recast Stasis during 
your main phase. 

Playing with a black and blue deck.’ 

1 laving Nightmares of Bog Wraiths’ 

Can’t get rid of those pesky black 
creatures with your Terrors? Try a 
novel approach—play with Rag Man 
(tap three black tnana to kx>k at 
opponents hand and force him or her 
to discard one creature at random) and on your 
turn, Unsummon that nasty black creature. Then 
get rid of it with Ragman s special ahiliry. 

Marsh Vipers, which can give your opponent poison counters 
•rnj the Serpent Generator (an artifact which creates 1/1 ’ 


poison snake tokens), combined with a landwalking 
(by using Burrowing), a Dwarven Warriors. Tawm - - ■' ■ 
even a Word of Binding, can make youropponent accum 1 -*' 
poison counters faster than Socrates. 



Zephyr Falcon, Yotian Soldier, and Serra Angel all have 
thing in common: they do not tap after attacking. Erer 
Warrior gives any target creature that same ability. 

cards in combination w ith a Meekstone and k 
(all creatures, lands, and artifacts played bv I P 
come into play tapped): once creatures come in 
tapped, they will never untap if they have p *** 
greater than two. And your own creatures—d* 
Zephyr Falcon, Yotian Soldier, Serra Angel. 
tures enchanted with Eremal Warrior—^won t taf 


Murk Dwellers (a 2/2 creature which gams c 
attacks and isn’t hkxrked) or (Carrion Ants ipn 1 
give Ants + 1/+1) work well with the Dwarven 
Warriors or Word of Binding—Dwarven War** 


make them unhlockahle before they receiver their her. * 
and Word of Binding to let them slip by your opponent 
defense* 
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life per Gird), effectively allowing you greater access to your 

During your draw phase, use the Sylvan Library and 
place any land you draw hack to the top of your library', then 
let SmdbaJ grab it for you. If you’re playing with a 1/3 land 
r.mn, rhb won't be happening every turn. On average, 
however. YOU diiHild he drawing approximately an extra 1/2 
can! each turn, a better return than with Sindhad alone, and 
y\Hi w\>n*t mn the risk of having Sindhad throw away an 
important card. This strategy* also allows you to play a higher 
UikI ratio than you might normally play, without the fear of 
having your hand clogged with land when you don’t need it 
later in the game. 

For another Sylvan Library strategy, use multiple 
LifrancN with Millstone. During your draw 7 phase, ii.se the first 
Libr ir\ and return two cards. If those cards were useless to 
Vi hi. Millstone those tw o away and then use the other Library 
for a new set of cards from which to chixise. 

BLOOD LUST and GIANT GROWTH 

Tlw idea is simple: to get a huge creature. The trick 
is to get the most out of the Bkxxi Lust (an insti 
that gives r.irger creature +4/-4 until end 
of turn; creature’s toughness isn'r reduced 
below 1 L If you cast Bkxxi Lust and then 
re>p*nd with Giant Growth, your creature 
will only get +7/-1 (unless its toughness is 
1 to begin wirh, in which case it will get 
+7 1*0). But if you cast Giant Growth and 
then respund with Bkxxi Lust, the Blood 
Lust will go off first and the creature might 
iii 4 have to lose rhe full 4 nxighness—and 
it still gains the 3 from rhe Giant Growth. 

For example, on a 1/1 creature, this will result in a net +7/+3 
with the latter Kir only a +7/+0 with the former. 

ROYAL ASSASSIN and FLOOD 

There are numerous combinations that will let your Royal 
Assassin kill ycxir opponent’s creatures, but Fkxxl may be one 
if the most interesting. Use Fkxxl t 4 *: Target non-flying 
creature becomes tapped) and Royal Assassin to keep non-fly- 
ing creatures easily at hiy. You can even use Radjan Spirit (tap 




to make target creature loses flying ability until 
end of turn) to knock a flying creature (Hit of 
the air and leave it vulnerable to thr 
combination. This strategy is complicat 
ed, however, by effects like Jandor’s 
Saddlebags, which can respond to 
the Assassin’s effect by untapping 
the target creature and thus saving 
it . Bur you can get around this 
obstacle on your turn by using 
Fkxxl. Assuming that a creature is 
already rapped (for example, by 
using Fkxxl), tap the Assassin to 
“stab" it. Since it’s your rum, you 
get to play the next effect, so 
follow up the stab by using Fkxxl 
Ogam to nip the creature again. 

Even if your opponent responds by 
untapping the creature, the second 
use of Fkxxl will tap the 
creature just before the 
stab hits home. This 
same trick works 
with Twiddle, but 
only once.... 

LURE 

Lure works 

quite well with several of the new cards. Put 
on Uncle Istvan (all damage done to Uncle 
Istvan by creatures is reduced to zero), who will ignore rhe 
damage from everything that rushes up to meet him. 
Creatures like Thicket Basilisk are rhe most serious threat to 
this sort of attack. 

The Basilisk is the traditional target of a Lure spell, hut 
combine the two with Gaseous Form (target creature neither 
deals nor receives damage during combat); all of the creatures 
must bkx'k it and will he destroyed, while the Basilisk takes 
no damage in return. You can get the same effect wirh Uncle 
Istvan, Lure, and Venom (a spell that gives a target creature 
Basilisk-like abilities). 


Tiox* Dwarven Warriors can also help creatures like Naf's 
Vsp (force your opponent to pay <t before his or her next 
raw or pay 1 life) or Whirling Dervish (gains +1/+1 at the 
rd of a turn in which it does damage to opponent) to do 
amage or to grow stronger (as strong as +2/+2, in rhe case of 
he Whirling Dervish). 

>e rhe Xenic Poltergeist (tap to turn non-creature artifact 
Wo an artifact creature) to animate an annoying and difficult 
u target artifact, then kill it with Drain Life (or Fireball, 

_ • Swords to Plowshares, a Lured 
Attacker, etc.). 

Use Spirit Link (for 
every point of damage 
target creature does, you 
gain 1 life) to offset the 
damage you’re taking 
from Brothers of Fire 
(which d(x.'s a point to 
you each rime its special 
ability is tapped to do 1 
point of damage to any 



target). In fact, you’ll have a net life gain equal to the damage 
you do to the targets of the Brothers. 

Use Animate Dead on your Tempest Efreer (a creature which 
allows you to put it in your opponent’s graveyard and take a 
card from him or her at random as ante) to repeatedly grah 
cards belonging to rhe other player. You’ll still lose ownership 
of the Effeet, but.... 

Need a lot of fast mana early? Discard your Island Fish 
Jasconius (or any big creature: Elder Land Wum, Leviathan, 
etc.) on turn one, animate it a little later, and use Energy Tap 
to get lots of quick mana. 

Put Fear (target creature can’t be blocked by any creatures 
except black creatures and artifact creatures) and Seeker (tar¬ 
get creature can't he bkxked by any creatures except white 
creatures and artifact creatures) on the same creature. This 
means that the creature can only be blocked by artifact crea¬ 
tures or by creatures that are K>th black and white. Since 
there are no black and white creatures in Magic, your creature 
will often be unblockable. 
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CONVOCATION 

by Carey Smith 


and l ienk Coppelnuins 


Smamcnr competitive begins 
* at the local level when someone 
\£ndes tvi request official sanctioning for a 
tournament. (To receive sanctioning, the 
organizer simply needs to till out an application 
and conform to all of the situtinning guide 
lines. Applications can he obtained by calling 
the Duelists' Convocation at Wizards of the 
Coast. The IX' requires eight weeks prior 
notification for a sanctioned tournament.) CXu* 
of the most important decisions the organizer 
will make is choosing what type of sanctioned 
tournament to run. The IX' currently sponsors 
three: Type' I, Type II, and Scaled Deck. 

Type I is the “old” tournament style, 
familiar to most players, allowing the use of 
cards from every edition and expansion of 
Magic: The Gathering 1 *. Type II is rapidly 
becoming the most popular tournament style in 
North America and the U.K. Till'' type of tour 
nament allows only cards from the current 
edition of Magic: The Gathering and the two 
most recent limited edition expansions. This 
type puts newcomers to Magic on more even 
footing with long-time players. The final type 
of sanctioned tournament i" Sealed IVck. In 
this format, you start with a sealed starter deck 
and two boosters, construct your deck, and 
then begin competing. For the '95 tournament 
season, the DC has chosen to use Type II and 
Sealed Deck tournaments as the benchmark of 
competition throughout North America. 

In the U.S., local competitions lead tv) 
regional championships. Regional champions 
proceed to the U.S. National Championship, 
which takes place July H-16 at Origins \ in 
Philadelphia, PA. This National Championship 
will host the seeded regional champions, top 
DC members from across the l United States, 
and players who have advanced from the 
qualifying rounds to fill wild-card slots. In 


C Tanadrt there is a National 
Open Championship scheduled 1 
for early June in Toronto, hosted 
by the Canadian Comics and Card v 
Spectacular Show. 

The last rounds of both the U.S. 
and Canadian national tournaments 
will he identical, using Type II and 
Sealed IXvk tournaments. Both of these 
two tournaments will he played in a round- 
robin format with two points for a win, one tor' 
a tie, and no points for a loss. The top eight 
players from this competition advance to the 
national finals. The finals will be played in 
a standard single-elimination format. The 
tvip four players from each competition will * 
earn spots on their respective national 
teams for the World Championship to he 
held later this year. 

I he World Championship this year will' 
he an invitational, so there will not he any 
wild card slots available. National teams 
will represent the best of the best from 
countries around the world. Granting wild-card 
qualifications would give players from the U.S. 
and t mad a an unfair advantage, as they live 
in close proximity to the tournament Last 
w-ur many non-North American players point¬ 
ed this out, as Canada and especially the 
United States accounted for over 98% of \W 
contestants. When the Duelists' Convocation 
assembled the plans for this year's World 
('), a , nrion,hip ,h is f act wa , kcpt in tninJ A$ 

,,U ‘ r ^ tournam ent orwmfc.- 

the D } iehs,s Convocation has a duty to 
,11 its members and to players worldwide to 
provide the most balanced tournament envi- 
ronment possible. 

The tournament season Ls reaching its 
1 eieht as 1 year of dueling brines the fid I 
down to a final few. If you want a slut, at*" 
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The Duelists’ Gmocm* 
is Wizards of the Coast’f J 
cial tournament 
- ’ dedicated to helping 
continue their 
w 'Magic and other DecfaJ 
games. To encourage aqJ 
> I Cion and maintain a jwr, {J 
Y playing field, the CmJgjJ 
’ designs different types (fZ? 
turned tournaments, cm* 
tournament rules and *&. 
limits on deek conjtnicti* 
Convocation members tsi 
ranking f*>ints by tdar# 
in these sanctioned tun. 
ments, and me r the <*> 
of a year, members cm * 
vance to compete m 
championships. These rgiv 
championships form the k 
of a luitiorud and mtema 
system of ummanu'nts. ta* I 
• ing players from all mr 
uor Id together to compc j 

r VAt 


world-class competition, "tart prepanrs 
next year’s tournament season. 

DC member, you can start earning raI *\ 
points in sanctioned tournaments i 
your way up tv) the championship 
region. With hard work am) skillful vj J 
you might even get a chance to chalw 
best of the best from across the 

Backgrounds by Robyn 

















From the Makers of 
4agic: The Gathering 

The Official 
Deckmaster Magazine 



From the creators of Magic comes 
the definitive reference for trading 
card game players and collectors 
Full a** and an intensive, The Duelist m 
will keep you in step with the dynamic 
wurldof Deckmaster 

In The Duelist you 11 find the latest rules 
clarifications, game variants, deck-building 
'strategies, card lists, collecting information, 
and tournament news The magazine offers 
an inside look at the evolution of trading 
card games with previews of the latest 
ttkases and interviews with the designers 
and artists shaping this developing genre 

Whether you are a beginning player or a 
Deckmaster veteran. Tlx Duelist will help 
keep you on top of the game 


Wizards 

OF THE COAST 


pufijsr 


To subscribe, complete this form 
and send with payment to: 

The Dueust 

Wizards of the Coast, Inc. 

P.O. Box 707 
Renton, WA 98057-9916 


Name (please print): 


1 Year 
6 ISSUES 
$17.95 


2 Years 
12 ISSUES 
$29.95 


□ YES 

Enter my subscription 
for one year. 

□ YES 

Enter my subscription 
for two years, and 11 
save 17%. 



pUELIST 


To subscribe, complete this form 
and send with payment to: 

The Duelist 

Wizards of the Coast, Inc. 

P.O. Box 707 
Renton, WA 98057-9916 


1 Year 
6 ISSUES 
$17.95 


2 Years 
12 ISSUES 
$29.95 


□ YES 

Enter my subscription 
for one year. 

□ YES 

Enter my subscription 
for two years, and HI 
save 17%. 


Address: 

City: 

State: 

Zip: 


Country: 

Phone No: 



Age: 


n Payment Enclosed (Payable to The Dueust) 

□ Bill Me 

Canadian orders 6 issues lor $22.95 Foreign orders 6 issues for $37.95 Send U.S. 
funds only Pleas© allow 6-12 weeks for delivery of your first issue. ^ 


puEfusr 


Makes A Great Gift! 

To order, complete this form 
and send with payment to: 

The Duelist 

Wizards of the Coast, Inc. 

P.O. Box 707 
Renton, WA 98057-9916 

□ YES 

Enter my order for a one- 
year gift subscription. 

□ YES 

Enter my order for a two- 
year gift subsenpbon and 
IH save 17% 


GIFT FROM: 


^ Payment Enclosed (Payable to The Duelist) 

□ Bill Me 

Canadian orders 6 issues for $22 95 Foreign orders. 6 issues for $37 95 Send U.S. 
funds only Pteas© allow 6-12 weeks for delivery of your first issue. GB3 


Name (please print): 


Address: 

City: 

State: 

Zip: 


Country: 

Phone No: 



Age: 


Payment Enclosed (Payable to The Dueust) 

□ Bill Me 

Canacfcan orders 6 issues for $22.95. Foreign orders: 6 issues for $37.95 Send U.S 
funds only. Pinas© aftow 6-12 weeks for delivery of your first issue. 
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In the 94 tournament season , two players from France and one from Belgium reached the sernifiruds of the 
first Magic: The Qathering World Championship . We don’t know yet who will he in the semifinals this year, but many 
European players will he competing in the tournament. National championships are being held this year in fifteen 
different European countries, and up to four players from each country may he competing in the World Championship. 

There is a great deal of variety among the different countries that will he sending teams or individuals to the 
World Championship. They all vary in size and total f mpulation , and some countries have a larger community of Magic 
players than others. Here is an overview of the national chatnpionships: 


COO 


Austria 

The Austrian national championship takes place at the TraunCon in Traun, 
May 25-28. The National Championship will he Sunday, May 28. For more 
information, write to: CARD—First Austrian Trading Card Games Club; c/o 
Christian Giwrilowicz; Brigitteriauer Liinde 224/807; a-1200 Wien. 


$ c i u m 

The Belgian national championship will he in the Century Centre; 
Keberlei 58/60 in Antwerp, May 27-28. For more information write to: 
F.P.O.; Narionalestraat 29; B-2000 Antwerpen. 


C 2 c c (j QRepu6fic/ 
6 fo x> a 61 a 


The National Magic: The Gathering Championship 
will he held in Praha, June 17. For more infonnation 
write to: Blackfire Games; Panuskova 7; 1290 Praha 4. 


A 


oenmarR 

The finals take place in Odense, June 9—11. There will 
be preliminary rounds in different cities. If you want 
more information or are part of an organization and 
willing to organize preliminary 7 round tournaments 
wire to: Bog & Ide; Lyngby Storcenter 6601; 2800 
Lvnby or Faraos Cigarer; Klosterstrade 20 & 22; 1157 
Copenhagen K. 


prance 

The tournament was held in Ville D’Avray near Paris, 
May 6-8. 


$ i n f a n b 

The tournament was held in Servin Mokka at the Helsinki University ot 
Technology, May 20-21. For more information write to: Niko Mikkanen; 
PaaskylSnrinne 7 A 54; 00500 Helsinki, Fantasiaspelit Tudeer Oy; 
Ltulurastaantie 1; 01450 Vantaa or e-mail Killer@hut.fi. 


<3 1 v m a n y 

The national championship wall take place at Conspiracy, a trading card 
convention. May 27-28. Besides the German national championship for 
Magic: The Gathering, there will be tournaments of Jvhad v , IN WO . 

Bark Force *, SPELLF1RE IM , Blood Wars m , Doomtrooper TV , and Star Trek 
In addition, there will he a trading card auction, and Jim Lin, one of WotCTs 
game designers, will be attending the championship tournament. C onspiracy 
will he held at Stadthalle Friedherg (near Frankfurt). For more information 
write to: Pegasus Press; Kleine Klostergasse 11; D-61169 Friedherg. 


3 t a fij 

The Italian national championship will he at Immaginaria ‘95. This con¬ 
vention will take place June 18 in Milano. For more information write to: 
Stratelibri S.R.L: Attn: Luigi Lo Forti; Via Paisiello 4; 1-20131 Milano. 


0 r e e c e 

The Greek national championship w r as organized by the Gamers Circle. 
The championship took place May 6 and 7 at Derigny 19; Athens. For 
mwe information, write to: Miltiadis Kyrkos; 8 Kallidromiou Street; 
11472 Athens. 


(j c Irt c t i j c r f a n b $ 

The Dutch national championship took place at the “Spellenspektakel” in 
Eindhoven. This game convention was held Friday, May 5 to Sunday, May 
7. Tlie nationals w ere on Saturday, May 6. On Sunday, there was also a 
major Grand Melee. For more information w rite to: 999 Games, Rondeel 
134; NL 1082 MH Amsterdam. 



"H o r to a ij 

In Norway the national championship will take 
place at the Aram in Oslo on June 23. George 
Skati Elias, one of the developers of Magic, will 
also he present. For more information you can 
write to: Kim Strandebyg Langasvn 4c; 0880 Oslo. 


Cr p a i n 

A convention sponsored by WotC’s Spanish dis¬ 
tributors will host the championship. The tourna¬ 
ment will take place at Petit Paris; Bravo Murillo 
307; 28020 Madrid, the weekend of July 8-9. For 
more information write to: Distrimag a en; Rosa de 
Silva 14; 28020 Madrid, JOC internacional; 

Sant Hipolit 20; 08030 Barcelona, or Libreria 
Gigamesh; Rda. San Pedro 5 5; 08010 Barcelona. 


Preliminary rounds will rake place at SydCon and the finals at LinCon, 
Linkoping. SydCon is held at the end of May; LinCon will he the weekend 
of June 3-4. For more information about the preliminary rounds at SydCon 
write to: GMS-Import; Lliongriind SS:374; 2247 Lund. For more infonna¬ 
tion about the finals write to: Target Games AB; Aa&gatan 115; 11691 
Stockholm. 


i t 2 c r f a n b 

Tlie Swiss national championship will he held at the “Bieler Spielefest,” 
Scheibenweg 45. The tournament rakes place over tw r o days. The first 
round is on Saturday, June 10, and the final round is on Sunday, June 11. 
You can register until May 31 at: Fata Morgana; GflterstraBe 32; 3008 Bern. 


For questions on any of t hese national championships, call the WotC 
Customer Service Department in Belgium: + 32 3272 0511. Players must 
w in in these national championships to compete in the World 
Championship in the U.S. 
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jr^ with Phil & Dixie 



HELLO, FOLKS, R£JC/C£Y WORLD 

THtSTtMeuJr^^UmFfC^^Kl^^^ 



i just found ourmr 

i\ACrlC™IS TO B€ 
TRANSLATED mo 
different languages? 


OKAVu. so IT SHOULD 
CANCEL OUT Trirm 
BUT IPOUX 



MY FLYING U/£# 
ATTACK'S YOU 


why Mot? X-f where do 
S—,^ (x START?'! 


AND EACH PLATER. KNOWS 
WAT THE CARDS 


MY FLYING WEASEL 
ATTACK'S YOU. . 


OKAY BASICS TIME. EACH CARD DOES 
A SPECIFIC THING-. RlG-HT? 


WELL THEY'RE NOT 
CREATING DIFFERENT 
CARDS, THEY'RE JUST 

translating the 
TEXT AND USING THE 
EXISTENT ART. 


SO PEOPLE FROM DIFFERENT 
COUNTRIES. PEOPLE WHO SPEAK 

different languages, who m 

/NOTHING ELSE IN COMMON, mill 
BE ABLE TO PLAY MAGIC TOtfmk 


r /Ml WEE21HST0 
AUlANCO VOCCA 

. NOON? A 


moo/ 


AND IS IT TOO MUCH To HOPE FOR 
THAT PEOPLE WHO PLAY TOGETHER. 
UUHL WORK TOGETHER TOO? 
COULD MAGIC END WAR AND 
BRING PEACE TO HUMANITY? ^ 


fn Phil F ■ 


























































first of all, translations m 

TRICKTV 7H/ly lG$. IT ON LX TAKES 
A MINOR ERROR TO CHANGE 

things compute lY. 



WTUJtiY UJOUL D YOU 
Attack somebody 
. U/I7X FLYING squpkc 


AND WHY 
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PICTURE 
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WEASeu. 


... CRAZY AMERICANS. 


LET'S NOT EYEbl THINK ABOUT 
INTANGIBLES LIKE CULTURAL 
TABOOS, FIGURES OF SPEECH, 
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ATTACK. 


anv You wm The Re's trouble 
mu some stores don't 

get THEIR. ORDER.. 


Not To MENTION THE HlVEOUS 
possibility of religious wAus. 


ultimately, aul MAGIC might 
VO IS GIVE US ALL ONE THING 
WE CAN AGREE To ARGUE" 
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•t'/ri WNDTHE \ 
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] THAT IT IS 
^%>J BUT fit < 
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WWORV OF THE 
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NOW GO FORTH. 
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SAVER WHEN UJ.O.VC. BUYS THE ULN. AND 
TURUS IT INTO ITS FOREIGN CUSTOMER. 
SERVICE depar tment: 

0U£? NO, NO sot 
PUYUCH'EN su 
amigo. 


WfLYING $0UP> 

JOH, hold on, 
I You WANTTUt 
' REPRESENTA¬ 
TIVE FROM 
MADAGASCAR. J 


r FT AH, UN \ 
•LUFTVEASEC 
1ST KOSHER -> 


IT 



OF COURSE, THAT'S 


<tustth£ ' 

BEGINNING^. 





































































(Comics) 


t/ie/ 


>K^> f +CS1/ 

anna 


Bfjcn 3 teas qounqer, 1 afoaijs foofob fonoarb to eacfj ^ribat) tr>fj<n 
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peering in from time to time at tijc store employees countinq out tfje 
titfes anb stoeftinq tfje 6006 s on tfje sfjefecs. BMjett tfje boors fmaffy openeb, 
3 rusfjcb in. 6 ouqfjt tfje books tfjat 3 besperatefy neebeb to reab. anb 
went fjomc fjappy. But in my fore for comics, 3 neecr stoppeb to tfjinft about 
tfje toorfi tfjat teent into probucinq tfje boofi. 4 s far as 3 teas concerned 
someone wrote it. so-attb-so brew it. anb 1 reab it. periob. 
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older and have the good fortune of actually working 
in the comics industry. As the assistant editor of the Armada line for 
Acclaim Comics, I oversee the progress of our newest project, comics 
set in the world of Magic: The Gathering Jeffrey Artemis-Gc'miez, 
Armada Line Editor and series writer, and the entire Acclaim 
Comics staff, along with the folks over at Wizards of the Coast, 
have assembled top talent to bring the worlds of the Dominia 
multiverse to life. Penciller Val Mayerik, inkers James Pascoe and 
Rick Bryant, and colorist Mark Csaszar are responsible for the 
beautiful work on the first series, M agic: The Gathering — The 
Shadou Mage, which began in March. Penciller Rafael Kayanan, 
inker Rodney Ramos, colorist Eric Hope, and cover painter 
Charles Vess create Ice Age on the World of Magic: The Gathering. 
In May, look for the Fallen Empires'* comic, brought to you by 
writers Kevin Maples and Jeff G6mez, penciller Alexander 
Maleev, inker Rodney Ramos, and colorist Mike Tuccinard 
— not to mention cover artist Anson Maddocks! 

Stop for a minute and Lxik at the above list again. That’s a lot of 
people. And in terms of producing the Kx>ks, there’s a lot mom still! 

So what actually goes into making a comic book? Thomas 
Edison said, “Invention is 2 percent inspiration, and 98 
percent perspiration.” He may as well have been 
talking about comics. 

First, Line Editor Jeff Gdmez and I confer with Bob 
Layton, Acclaim Comics Editor-in-chief, to 
determine whose talents would best represent 
the book. For the Ice Age " comic series, we 
Kayanan as penciller, Rodney Ramos as 
inker, Enc Hope as colorist, and Charles Vess as our cover 
painter. After the team was chosen. Bob Layton stayed 
on as senior consultant to get us out of any creative 
jams we might find ourselves in. 

the comics, we want to tell stores which help 
develop Dominaria, the planet where much of Magic: The 
Gathering and its expansions arc set, and which fits in with the story’ 
on the cards. In the Ice Age comic, Jeff set out to depict a proud race 
of people who struggle to survive despite the falling temperatures of a 
global Ice Age. To do this, Jeff develops a page-by-page breakdown of 
the action in the story. Jeff uses this breakdown, called a “plot,” to 
convey to the penciller what he wants to see on each page. 


Page 10 of this plot reads like this: 

The party arrives at the abandoned encampment of the Lost Trike tkt vx 
morning , Onala still in shock over Gregor's death. 

A dense mist makes for a foreboding search. 

As they do, Kailo questions Zaraya. She has lost another man— i ■ ft 
/or Gregor? The answer from Zaraya , of course, is yes. But not* 
time. A terrific evil is afoot. It must be r<H>ted out and destroyed. 1) 
criticize her leadership...or does he criticize her u vmanhod? 

Bolar calls out. He has found a lone nomad. 


Here, Jeff sets up the action of the page, placing all the 
characters in their appropriate moods. Jeff also includes 
any visual elements, such as the mist, which he feels will 
contribute to the overall composition. While there is no 
actual dialogue yet, Jeff indicates the flavor of any con versa- 
rion so that the penciller can give each character the correct 
expressions. From here, rhe plot goes to the penciller. who 
u his best to inrerprer rhe action. 

But before that can happen, the entire plot has to be sent ov 
wotG for final approval. The Dominia continuity editor. Jo* 
iynes, and rhe Magic R&D team go through the plot with a 
toothed comh, evaluating rhe story’s content and making 
tions for changes. When the plot meets with approval, it 
ac to Acclaim, and is off to our Ice Age 
penciller Rafael Kayanan. 
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When Rafael gets the plot, he l<x>ks at the page • 
and decides how he can best tell the story with 
his pencils* Rafael then draw s the page, making 

.are that the most dramatic action gets the largest panel. Each character 
that he draws must look dynamic and each panel must carry the story 
^moodily into the next. For this page, Rafael chooses to emphasize the 
ingry Kailo. That action is balanced out by the pensive states of both 
Onala, in the left comer, and Zaraya, in the right. 

At this point, Jeff and I step in again, this time as the editorial team. We 
look over the pages to make sure that Rafael is telling the story well. It is 
<xir job to check the pages for any mistakes and then make suggestions on 
how best to correct them. I track the progress of the pages and gently 
remind the creators of their impending deadlines. The folks ar WotC 
hx>k over the penciled pages, too, and make suggestions where needed. 

Next >tt\p on the Comic Page Express is our Ice 
Age inker, Rodney Ramos. The inker’s job is to 
flesh out the penciller s lines and really define 
the an. Using pen and bnish, Rodney goes over 
Rafaels pencils and makes each character stand 
xit. By varying line weight, Rodney can make 
Kailo's blade really “pop" from the page. 

Different line thicknesses and the appropriate 
placement of shadows draw the readers' eyes 
to the characters, such as Onala and Zaraya, 
keeping them firmly in the story. 

After .mother brief stop with the editorial 
ream, the inked page goes off to Production. 

Production manager L>arren Sanchez heads the 
crew that is responsible for erasing any excess 
lines on the inked page, placing word balloons, 
riixl then shooting the page on special coloring 
paper for the colorist to use. Among the pro¬ 
duction crew are people like C.R. Lister, who 
also it* . nlights as an Armada designer; Mike 
Tuccmaid, who is also the colorist for the 
Fallen Empires comic; Frank Bozyan; Rafael 
So lor; John Kelly; and a slew of others who 
ait, paste, glue, and measure, all to make a 
great comic book. 


Pretty pag c: Raphael and Rodney's renditum of Kado 
Ahne: Em's colored page, before Adam's lettering is added. 


From Pnxluction, the page goes off to Ice Age colorist Eric Mope. Eric’s 
job i> to choose the colors that would best suit the mood of the story. On 
this page, Eric sets a somber moixl with his palette. Using Doc Marten’s 
watercolor dyes, Eric turns the black-and-white page into color, and the 
world of Dominaria really comes to life. 

Once the coloring is done, the main part of the book is finished—hut 
there is still much more to do. While the pages are being prepared for 
printing, the Special Projects team docs 
whatever it can to make the kxik hx4c 
better. Special projects manager Harry 
Eisenstein assembles all the ads that go 
in the comic w ? hile computer graphics 
designer Kenn Bell is hii'V creating ads 
and designing the beautiful Letters pages 
that appear in the back of each Armada 
kx>k. Rob Johnson and Elim Mak are 
busy marketing the kx>k, while design 
director Scott Friedlander checks to 
see that all the art and text in the 
book are in perfect synch, and 
puts together covers and 
posters for the series. 

Then, when we have 
everything together, 

the whole kit and cakxxile goes off to one of 
our printers, who puts the w’hole kx>k together 
and ships it off to you. Then we w ait for the 
final and most important step in the process: 
your approval. 


It takes an incredible amount of time and 
effort to put one little comic book together— 
and the team has to pur one together each 
month that the series lasts! But none of us 
would have it any other way. Each and every 
contributor has put heart and soul into this 
kxMc to make it the best possible comic that 
we could make. I think it shows. 




Meanwhile, letterer Adam Niedzwiecki does 
his stuff to get the characters ralking. Another 
uf the under-appreciated heroes of the hook, the 
letterer works hard to make sure that the words 

convey the appropriate tone and emphasis without drawing attention to 
themselves. For this series, Adam has had to put in a little extra work to 
learn an archaic lettering style appropriate for the epic feel ot the plot. 

A BRIEF HISTORY OF ACCLAIM COMICS 

: Acclaim Comics began operation in October 1989 as Voyager Communications, Inc., publishing o>mc books under the Valiant imprint. 

Since then, Valiant has been recognized as a force of innovation m the field; Diamond Comics Distribution named Valiant “Best Publisher 
f the Year" m 1992 and 1993. Valiant titles include X-O Manowar, Ninjak, Shadowman, and Rai, as uell as successful reuvals of s i 
Gold Key characters as Magnus Robot Fighter; Turok , Dinosaur Hunter; and Solar , Man of the Atom. ($£> In 1994, Voyager urn acquired by 
Acclaim Entertainment , Inc., publishers of popular video games such as Mortal Kombat and NBA Jam. Voyager Communications changed its 
name to Acclaim Comics. As part of a company-wide revikdization . Acclaim Comics recruited eight of the comic industry's top writers and 
Xtrm Breyfugle, Jackson Guice, Paul Gulacy, Dan Jurgens, Mike Mantes. Ron Marz, Ban Sears, and Amh Smith. Acclaim also signed renuwn&l comics figures 
Mike Grell and Neal Adams to establish a new creav <r-owned imprint, Windjammer Gjftp Now, Acclaim Comics has joined Wizards of the Coast to 
/ produce comic books set in the world of Magic: The (fathering M under the new Armada imprint. Current titles in this line include 

Magic: The Gathering™_The Shadow Mage arid Ice Age on the World ot Magic: The Gathering™. Loiter this year, Acclaim will 

also be releasing a comic miniseries on Fallen Empires and “The Antiquities WarV as well as a special comic about the Nightmare 
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A ^ hen Vt'i/ards of the Coast announced in January 
that our second Deckmaster game, Jyhatl . 
would be rc-rcleascd as Vampire: The I-.tcrna 
Struggle the responses we received were tilled 
with both excitement and skepticism. I he change las 
sparked a flurry of comments about the new release and 
questions about the future of the game's predecessor, 
Jyhad. As head of Merchant Customer Service for WotC, a 
member of the Camarilla, and an enthusiastic fan of 
Jyhad. I had many concerns over the proposed changes; 
but after discussing the issues. I'm convinced that these 
changes will improve and expand the game. I hope this 
article will answer the questions people have about the 
change, and address the concerns of players and collectors. 

Another Game About Vampires? 

No. Vampire; The Eternal Struggle is not an entire¬ 
ly new game with new rules; instead, it's an attempt to sup¬ 
port the existing game better. In many ways, the change 
can Ik* compared to the change from t nlimited to Revised 
for Magic: The Gathering . In this new release*, the 
Jyhad rules have lK*en simplified and clarified; this should 
help new players learn the game faster. 
The card text on some of the cards has 
also been revised to make the cards 
easier to understand, and the rules 
include variants designed to change the 
pace of the game. 

There have also been a number of 
changes in the graphic design of the 
game. The new cards feature a black 
border with a red line to indicate that 
the print run is unlimited; the existing 
Jyhad cards have a solid black lx>rder, indicating a limited 
print run. New card fronts distinguish the different types 
of cards, clarifying their use in the game. It will lx* much 
easier to identify actions, reactions, action modifiers, and 
othertypesof cards. The layout for the cards is incredible— 
it really enhances the already fantastic art for the game. 

A New Name 

If it isn't a new game, then why change the name? 
There were two main reasons for the change, both address¬ 
ing confusion about the product. In the World of Darkness, 
the Jyhad is a struggle between ancient vampires and their 
progeny. While most players of Vampire: The 
Masquerade already know this, many trading card 
game players do not; to them, the name “Jyhad" docs not 
convey anything about the game. In fact, a number of 
people have confused the name with the Arabic word 
jihad, meaning “holy war": this has resulted in misconcep¬ 
tions about the game and our company. To remedy these 


problems, the revised version of the game is being fr 
as Vampire: The Eternal Struggle, a name that a 
the subject and intent of the game. 

The New Card Back 

Just as the name of the game is changing, tin- 
backs are undergoing a change as well. The < ku. 
backs feature the word “Jyhad" on a marble bat kur 
this is being replaced hv the word “Vampire" on, ^ 
marble background displaying the games sxntbui 
Although many of our consumers supported 
decision when it was announced, others i i. 
Wizards of the Coast to express their concern s »au 
pie felt that changing the card backs would muki- 
from the previous game obsolete; they worried that ii 
would be forced to purchase duplicates of turds 
already owned in order to play in tournaments 

The two sets of cards arc fully compatible. NX h 
revisions to the game will certainly create some di 
ences between the limited and unlimited editions 
from both sets w ill lx* allowed in official p!u\ u 
Bishop, director of the Duelists’ <x>nvocation, has m 
clear that both kinds of cards will lx* allowed in r 
ment settings; the tournament rules that will \\ is\ 
w ith the release of V:THS will he fair and will not; : 
ize anyone on the basis of w hat kind of cards tin s. 

Another concern is the effect of the card had" 
game play. Many players raised the concern that u uht* 
different card backs, you can essentially ‘mark’ >«»ur 
by using the same card back for cards of a cerium i 
We've tried it out—it doesn't make much of a diiimn, 
While there is some advantage* in knowing whu h > 
sitting on top of your crvpt, this isn’t much of un ads- 
tage against observant opponents. You might want 
bring out the Gangrcl on top of your cr> pt, but y< >ur • p • 
nent might not throw away the Gangrel IX*o»'lm 
card he’s been thinking of discarding 

You can also make other minor 
adjustments to your game play. If you 
are still worried about using mixed 
cards in a deck, try draw ing from the 
bottom of the deck. If worst comes to 
worst, your opponent can cut your 
deck. Richard Garfield offers another 
suggestion—if your cards are of dual 
origin, it might lx* fair to show the 
opposing players your cards after the 
last tweaks to the deck arc* made*. 

Finally, there have been complaints that tin 
release w ill reduce interest in Jyhad cards currenth 
sale. Our experience with other Deckmaster 
has shown this will probably not be* the case. lkv.i> 
original print run of the game is limited both oM'u 
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ige for the Better 


and players should continue to he interested in these cards, 
even when the unlimited edition is on the market. New 
players will buy Jyhad because of the 
support behind the game and old players 
will continue to buy Jyhad to supple¬ 
ment their existing collections. We will 
print an unlimited number of V:TES 
cards, while the Jyhad cards will go out 
of print. This, coupled with the flexible 
tournament rules, should provide the 
impetus for increased Jyhad sales before 
the release of V:TES. 

Supporting the Game 

W izards of the Coast has also made preparations for full 
product support of theJyhad/V:TES line. A wide variety of 
expansions and supplements will come out over the course 
of the next year. The first expansion. Dark Sovereigns, is 
scheduled for an August release. The official strategy guide 
to the game. Darkness Unveiled, is scheduled for release in 
September. The support carries over into 1996—new things 
arc planned for the continued support of this great game. If 
you are worried about Wizards of the Cx>ast not supporting 
the game, fear not; we have big plans for V:TES. 

V:TES in a Nut Shell 

The main thing to keep in mind about the switch from 
Jyhad to Vampire: The Eternal Struggle is that Wizards 
of the ('oast wants to make the game shine. The changes are 
not designed to penalize Jyhad players; they are designed to 
make the game more accessible to new players and clear up 
some of the misconceptions held by the existing players. It 
has always been Wizards of the Coast's desire to give this 
game the support it richly deserves. With the current pro^ 
motions and upcoming releases, that support will be* there. 



Dark Sovereigns 

Dark Sovereigns Is the first expaasion set for Vampire: 
The Eternal Struggle, allowing players to include the elegant 
vampires, dark labyrinthine cities, and twisted vampire politics 
of Europe in their games! 

Dark Sovereigns adds a new level of intrigue and strategy 
with the introduction of two new dans (Clan Giovanni and 
Clan Ravnos), new vampire Disciplines (Necromancy and 
Chimcrstry), powerful new vampires belonging to the presti¬ 
gious Inner Cirde of the Camarilla, and haunting new locations 
that your vampires can inhabit and control. 

Clan Giovanni: These necromancers gather in the city of 
Venice, but they exert thrir influence throughout the world. The 
Giovanni are deeply steeped in corporate interests and arc 
skilled in the Disdpline of Necromancy. 

Clan Ravnos: A clan of wanderers descended f rom a Gypsy 
family of the same name, these infamous outcasts shun the edicts 
and customs of the Camarilla. Masters of trickery and dearie the 
Ravnos are skilled in the Disdpline of ( Tiimcrstry. 

From the dark halls of Heidelberg Castle to the opulent 
rooms of the Palace at Versailles, the sinister designs of the eternal 
struggle are revealed with the grace and style of the Old Country. 

Darkness Unveiled* 

A tome of secrets no Methuselah can do without. 
Darkness Unveiled is the definitive Vampire: The Eternal 
Struggle players’ guide. This 8.5”x5.5’‘ book features cover art 
by Dave McKean, an artist well-known for his cover an for 
Vertigo Comics' Sandman line and his enticing an work in the 
Vertigo Tarot deck. 

I>arknessUnvdled illuminates the 
game w ith a variety of offerings; new 
and updated rules, with helpful hints 
from the hxx>k's vampiric narrator, new 
strategies of play; all-new r deck-con¬ 
struction techniques organized by 
specific dans. Disciplines, and other 
themes; histories of some of the most 
interesting vampires and tips on 
playing them to their fullest potential; 
mcthixls of bringing the an of story¬ 
telling to your V:TTES sessions; and a 
complete card list 
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Illustration by Scott Kirschner 
Darkness Unveiled cover by Dave McKean 
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Call for availability and pricing 
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I he world is dying, smothered in the coils of the Wyrm. Only the Garou 
werewolves can stop it. But who will lead them?The war is on, werewolf vs. 
werewolf, pack vs. pack. Wielding razor-sharp claws and mystic weapons, 
calling aid from ancient spirits, the Garou vie for leadership. 

The limited-edition set of RAGE features over 300 cards, all with security 
holograms. Collect silver foil Past Lives chase cards, only available in RAGE booster 
packs. Build your own custom decks, and experience the frenzy of RAGE! 
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Dueling 



Roleplaying: 



Each beautifully crafted stone has a j 
name and symbols representing the 
and abilities for that class. The"Barb 
for instance, has “Knockdown and 
“Berserk,” while the “Necromam. 
“Necromancy” (of course) as »el 
“Notice” to reflect his supematui 

« Players make characters by do 
5 > four of their collection stones 
'' combine stones to make a \\. 
x Thief” or a “Ninja - Sorcerer' on 
pure “Wizard” or anythin;; \ 


Will you lace S, 

cold steefnr hot V^i 
spells? You wontxT 
know for sure until 
you step into the 
arena and battle your 
opponent for prizes and 
glory (not to mention 
your life!) in this 
collectible fantasy 
trading dice game from 
Gamesniiths, Inc. 


\s your character gains expcL 
his power will grow. Yoi 

“Paladin stone to b«< 
your “Samurai’ or; 
. “Assassi n" none: 

give somemorts: 
to vour “Fool. 


Each tube cobun »r 
eight collectible diu u 
dueling rules. A 96 f ; 

rolepla\ing bo ■ 
\ sold sepanu 


The unique combat A 

system allows for feints, 
charges, quickdraws and V 

dirty tricks like blinding, 
knockdowns or disarms and 
much more. The magic rules 
let you do everything to your 
opponent from a lightning bolt 
to turning him into a frog! 


Look on our web w 
chance to win a BLut i 
Magic: The Gathering 


(Vi anting: 11m proiluu should not he uved by people 

who live in glass houses.) 
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Featuring a Free Fallen Empires Booster Pack in Each Issue. i fjH 
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A CHAt WitH 

Liz DAnFORjH 


(RjyTHLEss.AnD EintiER, too) 





hen you mm Liz Danforth, the thing you notice right 
away is how friendly she is. From the moment we arrived in Scottsdale, Arizona, for the interview. Liz 
was a perfect hostess , driving us to and from the airport, spending all day with us at a local annual Renaissance 
fair, taking us to her favorite Chinese restaurant...even having us over to her house for dinner. Liz has been in the 
gaming industry for as long as there's been a gaming industry, and she's used to being friends with many, if not 
most, of the people in it. If we weren't friends with Liz when we arrived , we certainly were by the time we left. 


Hidden behind this gracious , even humble, demeanor is a prodigious knowledge about the 
gaming industry. and about things in general. Partly, Liz knows so much because she reads voraciously; just 
about every wall m her home, including the bathroom, is covered with shelves of hooks. She's also been a gamer 
since before there was such a thing as a “gamer," and she participates in a dozen or more conventions every 
year. But mostly, Liz knows so much because, as she puts it, she never wants to “get stuck " doing the same old 
thing. She*s always pushing herself to do more, to do better, and to do things differently. An editor and pub¬ 
lished author (of short stories and computer game scenarios , among other things), Liz's curiosity and talents 
range far outside her freelance art career. In fact, Liz never imagined being an artist in the first place.... 



jewelry-making—its AutoCAD design now. 
Art was just part and parcel of the world I grew 
up in. Bur I did not take art seriously. When I 
went to my first science-fiction convention in 
1971 and saw the art show, I knew rhat I could 
do better work than what I saw there. [I.a^ghs} 
So I did some stuff and matted it, and it sold 
pretty well even back then. 


Jenny: Have you had formal training? 


Liz: Not in art. My formal training is in 
anthropology. 1 got a bachelor’s degree at ASl J 
[Arizona State University) and graduated with 
honors in 1976, only to find out that there was 
absolutely no work in it! I ended up doing the 
usual run of secretarial and “Would you like 
fries with that’” [Laughs 1 


I was gaming tor a while—our group played 
T&T [Tunnels & Trolls™, an early roleplay- 
ing game produced by Flying Buffalo, Inc.) 
and people were asking me to do character 
sketches. Not too much later, Ken St. Andre, 
who had been in the group, mentioned that he 
had heard rhat Flying Buffalo needed a cover 
for a little magazine called Supernova. He said, 
“Oh you'll get five or ten bucks tor it. So I did 
it. I walked up to Rick [Loomis, president of 


Aim: How did you get started as an artist? 


It: My family all did i >ne sort of artwork or 
another. It was always around me. 1 always did 
tt-Mv JaJ was a civil engineer but a weekend 
punter and potter. My mom painted and did 
crafts- he’s still a weaver. My sister went to 
anscho I ;md ended up getting a degree in 
cixhinj? design, eventually children’s clothing. 
And mv brother has done glasshlowing and 


Flying Buffalo] and said, “Ken told me you 
would pay ten bucks for this." [Loughs] That 
was my first commercial sale. Years later, Rick 
ended up hiring me as a staff artist. 



Jenny: So you were actually involved in the 
fantasy and science-fiction fan scene before 
you started doing art commercially? 

Liz: Commercially, yeah. I always figured that 
anthropology would he mv career field and art 
would be my hobby, and it turned out the 
other way around. But I'd been into fandom 
from high school, starting out by co-editing a 
Star Trek fanzine called Impulse, of all things. 
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Amy: Hon long have you been supporting 
yourself as a freelance illustrator? 



I read lienee'fiction and fantasy very, 
very' early. I have a memory that I learned to 
read, in part, with my mother reading me The 
Hohhit. I have this vivid image in mv head of 
the left'hand p.ige, with one of Tolkien s 
drawings in a hardback of The l lohhii and see¬ 
ing her finger track over the text on the right 
hand side. Then the word “the” popped off the 
page and 1 understood. It was the Helen Keller- 
Mtrade Worker “w ater cup” thing, very much 
r/utr kind of a memory. I suspect it's not really a 
true memory, since the copyright of that kx>k 
i> 1%1. I was reading well before that. But I 
know fantasy and science-fiction were on our 
hookslielves all along. 


Amy: So your first work in the industry teas 
actually as an editor for a fanzine? 


When I came up to Phoenix to go to school 
at ASU, the science-fiction community had 
what they called the “Friday Night 
Inevitables.” Everyone inevitably got together 
*>n Friday nights, s m around, vakked, and 
somebody would do a beer run. There was a 
crew back in the kitchen playing Regatta* v 
and Risk \ and I was more interested in what 
they were doing than in the people who were 
pontificating about whether Bob Silverberg 
was really a good author or if “tans were 
shins.” And that's how 1 trended over into the 
gaming group. IXkP [Dungeons &Dragons‘| 
hadn't been invented at that point. 
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Liz: Sort of. I've always liked working with 
language and words. Fanzines are ninety 
percent se lf-written anyway, and this one 
definitely was. The woman who did the 
fanzine, Dyanne Roberts, encouraged me to 
take pencil drawings and do finals with ink. 
She said, “This is very nice,” meaning the 
pencil work, “hut it won’t reproduce.” So my 
dad loaned me lus Rapidographs [a brand of 
technical peris]; ir was easy to segue over inro 
making art for the magazine. 


Liz: [Laughing/ There are so many qualification 
to how you define rhar, so ir’s hard to answer. 1 
started working for Flying Buffalo in 1978 as 
salaried employee and left in 1985. Rick 
Loomis was always very good about letting us 
freelance on the side, and I did so constantly. 
In 1985, the Phoenix Public Library’ had an 
opening for a reference librarian in their Quick 
Telephone Reference department, part-time, 
twenty hours a week. The pay for twenty hour* 
a week at the library’ was only a little less than 
what I was getting for forty hours a week * 
Buffalo. Buffalo was going through some real 
rough times, and there were an awful lot * r 
things in an uproar in my whole life at rh it 
srage. Ir was a very convenient way ro sa\ 
“Fine. I’ll spend twenty hours a week at the 
library’ and twenty hours on freelance.” 



As I got more and more freelance work, I 
gradually cut hack on my hixirs at the lihrarv: 
the last two or three years, then* were month* 
ar a time when I wasn’t there ar all. Finallv. 
recently, I realized it was time to let go, dopitc 
all the good things I got from being there 

Jenny: Why did you like uorking at the 
library so much? 

Liz: C'hae reason I chose to stay at the library a> 
long as I did was that 1 get cabin fever when I 
am at home all the time. Mike [Stackpole—a 
writer and long-time associate] and I N th w< rl 
at home. And I was very ginvl at and enjovevl 
the library work. One of the things I’ve 
about the library is that there is at least i rea¬ 
sonable possibility that the question I am pkeJ 
will have a right answer: “The bathroom is 
down there," or “We close at nine.” [Lawgtaj 
Not “What color scheme should I useT 

Tlie library is the ultimate trivia game. If w.i 
get me going, I could talk library forever. Thi> 
sounds like a joke, but this is the g^xl’s holiest 
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r rH c « the library I picked up the phone 
i•«€pairortasked, “Who wrote Handels 
L . |All laugh] Honest to god! She was 
- c v’\ 'Cfious. Some of the other ques- 
& f C things like, “If the moon goes around 
. v f irrh m twenty-eight days, where dix.*s it 
..[Mart laughter] It's so different from 
/• * 1 lo normally. It was also a really gixxl 
- , cheek. When you work in fantasy and 

. nxi science fiction, you forget the 
; : i world a bit, and the library is a gtxxi 

Keep tabs on what the rest of the 
. fJ I s up to. 


had often been so much more specific—I had 
to illustrate this scene, and it needed to he this 
size, or this shade—and Jesper just said. 
Pestilence. Mind Twist.” And it was fun also 
a challenge. So I had a goixl time. I was very 
grateful that he gave me the assignment. 

"He literally said, 

*1f 1 HAVE to UJRjtE fHlS In 
YOVR. COntRJiCT, YOU WtLL HAVE 
FVn DOlriG tHESE!*" 



Amy: Or hme about a favorite piece of w.'ork? 



Amv So hate did you get involved with 
Wizards of the Coast? 

m 199A, I was eating dinner 
.. Stevens [vice president of New 
: and Licensing at WotC '| before head- 
‘ m Academy [of Adventure Gaining 
'• :\i lVsign] ma ting. She had some ot the 
frv Magic card' and was saying, “L<x>k, we’ve 
ol game!” And 1 linked at these 

• : • '■'■A they made absolutely no sense, hut 

: pretty. I thought, “Oh, wow, color on 
: ’ And she slid, “I’ll have to tell 
iMvrtbrs—tormer art director for WorC] 

• ire acre and see it he wants to talk to you 

'' < mg v >me artwi >rk.” And he came over 

•id Mid, “I li, are you interested in doing 
' e can’t pav anything significant.” 

-d T f ; t>t I th tight, “I'm too busy. I don’t have 
• - * r this.” Then I thought more and dec id' 
: • ked like a gotxl opportunity to 

F iintmg. Jesper was very open about 
vimng and having fun, which was per' 

' He literally >aid, “If I have to write this in 
ir i, niracf, you will have fun doing these! 

-d r. n was a gas, because other assignments 


Actually, let me amend that whole answer. 

Peter [Adkison—WotC! president] will kill me 
if I say that was the first contact I had with 
Wizards of the Coast. Thar was my first con- 
tact with Magic. Peter had asked me to write 
some fiction for The Primal Order'” [WotC’s 
first roleplaying pnxlucr| back when he had 
seen one of my stories in the Into the Shadows 
Shadowrun 1 * anthology. I Kxsked at Prnruil 
Order, but the story got tabled and I never did 
anything with it. 

Amy: What's been your favorite project that 
you've worked on, whether it he art or writ¬ 
ing?*,.What have you had the most fun doing ? 
Jenny: Ot* editing?.** 

Amy: Or editing, of course! 

Liz: I have more horror stories about editing.... 
(All laugh] The thing about editing is—and 
you’ll probably relate to this, Jenny- it the 
project works out well, the author gets the 
credit. If the projects stinks, the editor takes 
the blame. [Jenny and Liz Liucjh] It’s a complete- 
ly thankless job, and that is why it is a pleasure 
whenever someone says, “We want you to do 
this editing job, and we want you specifically 
to do it.” I’ve been lucky that way. 

But my favorite project....’ 



Liz: [Laugjyng loudly] “Insert dirty look here.” 

It’s more like there are highlights. The “HIven 
Lords” piece [pictured at left] was definitely a 
highlight for me. It was a watershed piece for 
me because it was the first time that I was 
actually able to realize in color at least a 
fraction of what I wanted. Over the years it has 
slowly accreted things that I recognize are 
wrong with it, but it was definitely the first 
piece of my own color work that 1 was very 
happy with when I was done. 

The Houses of Hermes [a supplement for the 
Ars Magica roleplaying game] pieces I really 
enjoyed doing—doing them as final pencils. 
You don’t get a lot ot call for pencils because 
they’re hard to reproduce, but the opportuni¬ 
ties I've had to do that have been exciting. 

FAS A has also been gixxl enough to give me 
some of those. Pencil is a pain to repnxluce, 
but, boy, you get beautltul effects in the 
originals. It’' very hands-on, tactile. 

Jenny: Is that your fawnite medium to work in? 

Liz: 1 can’t say it’s my favorite because 1 don’t 
think I have a favorite. Pencil work provides i 
lot of satisfaction. It also goes hand-in-hand 
with my view toward practicing my work and 
“expanding the envelope.” It gives me a prac¬ 
tice of tonal values. 1 have predominantly done 
black-and-white line work, and graduated 
times are not something I’m really comfortable 
with. So pencil finals take out half of the prob¬ 
lems posed by full color. Same with some 
scratchboard and coquille that I’ve done for 
FAS A and Iron Crown. It gives me new ways 
of looking at light and values. I always want to 
be learning something new. I think if 1 had a 
favorite I would get stuck! (Laughs) 

Amy: What kind of media do you use? 

Liz: Predominantly acrylic. It works fast 
enough. I tend to make mud out of oils. I get a 
little obsessive about detail and overwork 
things. I don’t have great painterly style. 
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{LzmghjJ I’ve painted with oils. I’ve* pointed 
with gouache. I’ve done some mixed media 
And some of the Magic c trds, like Initiates ot 
the Ebon Hand |in Fallen Empires | and 
Tuknir Deathlock |in Legends''’!, are inks and 
colored pencils and pastels on colored paper. 

1 like that. It’s i lot ot tun and it’s quicker 
than painting. 



Amy: A lot of people have commented that 
they like your use of color. Does that come 
naturally to you! 

Liz: [Chuckles] That comes as a surprise and as 
a pleasure because I have no internal informa¬ 
tion telling me whether I am doing it right or 
nor. I laving other people say they like my use 
of color means I have succeeded when I’ve got 
no other check of it. As 1 said, I’ve had little 
formal art schilling. I was very reluctant to 
take an classes—I was afraid to have my style 
meddled with. 

After I got inv degree and after 1 had started 
working tor Flying Buffalo, I knew 1 needed to 
learn more. Art was my business now. I went 
to one of the local community colleges on the 
assurance that there was a really exceptional 
•art teacher there, Joan Yen. I found her to 
be that and a lot more. Among everything else 
she taught me, she taught color schemes. She 
pointed out that l was trying to use even 
color at once! I’m sttll learning to get color 
under control. 

Amy: \V hat is your creative process like! 

I)o you sketch a lot! Do you do a lot of 
research! 

Uz: For black-and-white, 1 have done so much 
of it that l usually start with the sheet ot paper 


I am going to Jo the final work on and just sit 
down and sketch straight out of my head. It 
there is some unusual item or an unusual pose, 
or if 1 start a sketch and it isn’t working right. I 
will go look for a photo reference. I ve got a 
clip file and a lot of art books with a lot of hits 
and pieces of things: hooks on swords, books 
on armor. k>oks on Japanese costume design.... 
Since, inevitably, the sketch is going to he for 
some project, 1 tax off a photocopy of the 
sketch for approval from the art director, and 
when it comes hack 1 ink one piece after 
another. There’s a lot ot finalizing that 1 do 
only when I start inking—designs on clothing 
or the details of a helmet and things like that. 

I tend to move a little slower with paintings 
because I haven’t done as many of them, and 
therefore I try to nail down more in advance. 
I'll start with a quick sketch of an idea. I may 
grab Mike and say, “Here, stand—I need this 
fold of cloth.” I’ll do a sketch that’s pretty 
detailed, usually. For example, the only way 
that l was going to get the perspective I needed 
in Hymn to Tourach was to have Mike stand at 
the bottom of the stairs while I leaned over the 
railing and drew him from four directions! It 
doesn't exactly portray him in hi" hesr p(*rtnm 
angle, but it worked for rhe painting. 

In the piece for the cover ot this issue, the 
sketch was almost totally straight out of my 


head. I’ve ralked about sketching at panels aiv: t 
such- and it sounds so goofy when I say this 
bur it’": the closest way I can express it—but ] 
feel like I find the pieces in the paper. Fm 
moving rhe pencil around, and something 
starts happening. In the case of the cover, it 
was the man’s face, first, and the broad hixxl 
around it. That started to imply a hodv 
position. And I’m thinking “cold,” I’m think¬ 
ing “winter,” since I know I want it to go with j 
rhe Ice Age ” feel. And I'm thinking, “There 
should be a wolf right here...." 

”1 FEEL LIK.E 
1 FtlJD tHE PIECES In 
The paper^.." 

For that I had to rum to wolf pictures. I knew 
the position I wanted. I sketched that in and 
then st arted looking over all the pictures that 
came close—the eyes and muzzle ot one unmu . 
and then figured out where the ears had to k .. 

I shifted the Fxxiv to foreshorten it because I 
wanted the animal turned toward the viewer. 
Most of the pictures I h;kl were side shots. My 
minor in college was :i*>!ogy, 1 have a gsd 

sense of animal construction-—with that, I can 
visualize how to twist it and start moving it m 
another direction—move the physical body in 
space and still know how it looks. 
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Jenny: So your process is as much discovery 
as creation? 

Li”: Absolutely. When l am ready to start 
thinking in color, I pull out colored pencils 
and drop tracing paper over the sketch. Then I 
‘'tart filling the blocks of color in to get an 
idea of what I think I want. I see what kinds of 
colors I'm headed towards, see what kind of 
color scheme tits, and then eliminate things 
that 'tick out ten) strongly. If taking those out 
makes something go wrong, then I start 
putting colors hack in and adjust until I get 
something that satisfies me. 



Amy: So do you find that you work on one 
specific piece until you finish, or do you have 
several things going on at mice? 

Li:: I usually work one specific thing until I’m 
finished with one specific client. Usually who¬ 
ever* deadline is more pressing. I have picked 
up from Mike a quick question of “What is the 
deadline, and what is the drop deadline T 


Coleman Charlton threatened me on an Iron 
Crown project once. I loved working on this 
project. It was Over the Misty Mountains Cold. 
Because the art director was also the author of 
the project, she gave me a lot of latitude and a 
lor of art to do. It was a very rich story, and I 
went to town on it! I was doing more and 
more elaborate stuff, pushing my way-past-the - 
drop-deadline and then some. And Coleman 
said, “Get this work in or we will print on the 
blank pages, ‘Liz Danforth did not get her 
work in,' and send it off to print that way!” 



[Laughing! And I said “OK, you’ll get it!” 
Usually I am much better than that; I really 
try to because I know how important it: is 
professionally. Rut I do ride over deadlines 
more often than I want to. 

Jenny: What is the work you are most 
proud of? 

Liz: [Long /xmse| I’ll have to come hack to that 
one in a while. It’s a good question. 

Amy: What artists do you respect and 
admire? 

Liz: [Pause] I’m about to answer “What artists 
have influenced you the most’” [Laughs] 

Amy: That's great. That t vorks too. 

Liz: To a great degree I learned ink from lik¬ 
ing at Aubrey Beardsley. I just loved his work. 
Alphonse Mucha was a very strong influence 
as well, that very organic art nouveau mater¬ 
ial. Max Parrish. N. C. Wyeth. Rackham and 
Pyle. A lot of the turn-of-rhe-century illustra¬ 
tors are the ones that I drool over. If I were 
emulating anybody, those are the ones that I’d 
like to be able to emulate. Modern-day 
artists...obviously Michael Whelan’s work— 
he handles color for mood spectacularly. There 


are others; I have trouble identifying —or 
remembering—who did particular pieces. 
Because I don't have formal art training, I 
don’t have the art history background. 

I want a sense of wonder in the work, and l 
think that’s something that’s missing in a lot of 
what I see coming out of the fantasy field. I 
think that magic feel is very important. 

”1 WAnf A SEIISE OF WOnDER, 
In fHE WORJC..I fHlniCtHAf 
fflAGlC FEEL IS VERY lfflPORjAIlT.” 

Jenny: Do you find that your faivritc artists 
are in the fantasy genre or outside of it? Some 
of the ones you mentioned earlier worked 
before there really was a “fantasy genre.'* 

Liz: Yeah, but nevertheless, they were illustrat¬ 
ing heroic myths and legends, and have rhat 
sense of action and adventure, that magical 
world sense.... 

Amy: What did you want to he when you 
grew up? 

Liz: I never expected to be a working artist. 

You start getting into my college ideals—oh 
god! Every now and then I heat myself up tor 
not having followed through with my training 
in archeology. Southwestern archeology is what 
I started school in—that is what I wan red to 
do. As it happened, one of my advisers was a 
student of Jane Qpodall’s [a well-known pri¬ 
mate researcher], and I kind of veered over 
into primatology and primate studies, which is 
part of where I got the biology/sot >logy minor. 



Nowadays, with rhe abuse of the rainforest, the 
loss of habitat, the destruction of antiquities... 
being an artist seems awfully darn trivial. 

If I have the brains and I have the skill to be 
an archeologist or be a primatologist or in any 
animal study—to be “wasting my time” doing 
this.’ Sometimes ir gives me nightmares. It's not 
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But everybody who amid take a -tef r • 
“No, Magic is going to injtnit i lot or 
the industry." And I think it has. Fvr cx 
for years the local game store had keen 
bones operation, with cracked tile and h<1? 
empty shelves. Sales of Magic have enab 
them to get new shelves, to renovate ana 
expand. And I’ve heard that storv repwtcJ 
over and over. Because ot the cash, flow ditt 
ential, a struggling game store pulls thr - 
They’re srill in business so when people wH 
never played RPGs |roleplaymg gamoi - • 
to the game store tor Magic, thev might 
with other things too. 

Also, Magic changed the attitude tow 
artists. This is a roundabout story, Hit- 
and I were asked to a signing quire a tew 
ago. Mike had his first Battletech 
and it was very much, *We want M:k- 
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a case where the next generation will do it— 
the animals and the antiquities may not be 
there. Probably won’t. 

The saving grace to it is th.it there are things 
about fantasy and the gaming industry, about 
bringing pleasure and happiness and a sense of 
wonder and magic to other peoples’ lives. That 
is part of the joy I take out of w hat I do. And I 
am good at it. I am surprised that I am gixxi at 
it—1 never thought I would he. I figured every¬ 
body did art—my family did it, so everybody 
did it, right? So in the depths of the night 
when I feel that I’m really wasting my life, I 
know’ that I’m not. 

I’ve had letters literally from Peking to 
Australia letting me know* my work touched 
people. There are things like the charity auc¬ 
tion w ith Doug Shuler at Game Fair in 
Albuquerque last year. We raised a Lit of money 
for the Girrie Tingley Children’s Hospital 
Foundation bv auctioning off the right to he 
painted into a Magic card—Doug’s idea, hv the 
way. My piece i" a druid who appears in the Ice 
.Age set. (Doug is Co-credited on the piece 
because he t»H>k the photos 1 worked from, and 
it wouldn’t have been the piece it is without 
those photos.) If I can make a positive differ¬ 
ence in those ways, well, that’s more than 
many people are doing. 


A my: What impact do you think Magic has 
had on the industry! Or uhat has it done to 
your life personally as a person who s been in 
the industry a long time? 

Liz: [Loud laughter) When I came into the 
industry, games came in plastic hags! The 
example WotC is setting, in the quality of its 
contracts, which are unusual, in the sense of 
corporate responsibility, and in the sense of 
“Get oft your duff and do the right thing, in a 
world that seems to he increasingly “Bite hack 
because somebody is going to shoot you tomor¬ 
row” that example has impelled me, among 
other things, to give back to the industry that's 
been supporting me, to one degree or another, 
for pretty much eighteen years. I’ve been work¬ 
ing strongly with the Academy of Gaming Art" 
and Design, the organization that gives out the 
Origins'* Awards annually. I’d been a member 
of the awards committee with the Academy of 


Gaming Arts and I’tesign for years, and u 
didn’t really have much of anything t : 
other than see that the awards happend \ » 
there’s a newsletter and more activity. s 
WotC’s mission statement p<*ted [at 
GenCon®, in August, 1994] was part,: 
made me make the decision to say, u \\ ; 
have time for this, but yes, it matters.' 

" W H e n I CAME info 
fHE InDVSfRy, GAMES CAIUE 
In PLASflc bags!’* 

In a broader sense, I think Magic is exp.u 
the industry. Initially it seemed like the 
companies suffered a vampirbtic drain -: 
money going to Magic. Gamers who u 
have normally houghr major products 
time Magic was first released weren’t hu\:n_ 
them, and those companies were hurt. v 
them were people I was working for. Chris*-; 
sides weren’t as strong as they should have 
been, and everybody was saving, “Oh. \Y • 
be the death of the Industry.'’ 
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yeah, Liz, you can come too.” The game store 
owner was very’ nice and had a number of peo¬ 
ple who crossed the game and science-fiction 
fields. But he was very’ uncomfortable and 
apologetic because he didn’t know what I did. 
bo I showed him. 

Now this was a very’ big game store. We walked 
around the shelves of books, modules, maga¬ 
zines—and there were only two shelves on 
which I did not have ar least one product in 
the entire store. I said, “I worked on this, I 
worked on this, I’m in this Challenge magazine, 
and I’m in here, all this Middle-earth stuff, and 
I’m in Earthdawn v , and blah blah blah blah 
blah.” And he said, "Oh, god, I'm really embar¬ 
rassed now! I knew you worked on a lot of dif¬ 
ferent things, but 1 didn’t know you did all 
this." Bur that was typical. Everybody saw my 
work but never remembered specifics. If I was 
lucky, they remembered having seen my signa¬ 
ture... somewhere or other. 

Magic has changed that. Aside from the people 
who think I’m a guy named Dan whose last 
name is Forth [Laughs], my profile has skyrock¬ 
eted, like Mike’s did when his novels started 
coming out. The last signing I did wits at a 
comic and game store. There were a number of 
comics artists there ar the same time—yer I 
had the longest line...and then some. It was 
eye-opening. That’s a lot of what Magic does 
for me. I’m finally getting noticed and remem¬ 
bered instead of just noticed. 

Also—because Mike is a writer and because I 
have feet in Kith the writing and the art fields. 
I’ve always had an easier time talking writing. 


talking shop in the writing areas, than I have 
talking art. Now, Magic has enabled me to 
meet other artists and talk about art. 

Jenny: You said something before the inter¬ 
view started that I thought was really neat ... 
about how you feel you* re living the 
American dream? 

Liz: Yes, I’m in awe that I’m so lucky. I do feel 
like I’m living the American Dream, that peo¬ 
ple are paying me to do exactly what I love 
doing. Like I said, this was supposed to be a 
hobby! 1 mean, shh, I’m not supposed to say 
this to art directors [looking at Amy], but I 
would do this stutf for tree! (Lsugfc] I can’t, 
because I couldn’t do very much of it if 1 had 
to do a normal job besides. But the fact that I 
can work at what I love. 7 Wow. 

"1 FEEL L1 ICE I’ffl 
LlVtnG f H E 
AmEBjCAn DRjEAm.” 

There are definite disadvantages to being a 
freelancer—the deadlines pile up and you can’t 
do anything but live, sleep, eat, and breathe 
the work you’ve been assigned. There’s no flex¬ 
ibility and a lot of self-discipline. Bur commut ¬ 
ing to work is walking upstairs! I get to work in 
a creative field, bringing the entertainment, 
bringing the sense of magic and wonder to peo¬ 
ple—and they like me and they want to pay 
me for it! I couldn’t he happier. I keep waiting 
for the other shoe to drop, and I just kiuxzk on 
\wxxl instead. 


Jenny: What advice would you give artists 
trying to break into the fantasy and science- 
fiction fields? 

Liz: I have, on occasion, spent as much as three 
hours giving a mini-lecture on this—it isn’t a 
short answer, and it’s best geared to a face-to- 
face audience. I was lucky breaking in, 
myself.... I was in early, in a good spor at the 
right time. I'd hate to be trying to break in 
new, now. The best short answer I can offer is: 
put an exemplary collection of your work 
together and send it around to rhe places that 
publish the kind of thing you like to 
draw/paint/whatever. Do your homework— 
don’t send fantasy an to a company publishing 
only hard science-fiction, and vice versa. Show 
the broadest variety of your work you can but 
realize you will be judged by your teorsr piece. 
Never shortchange the quality because the pay 
is lew—it it’s too low to do a decent job, don’t 
accept the job. If you accept it, do a 
respectably gexxl job- Anything you submit 
that gets printed will remain for the world to 
see long after you think you’ve surpassed it. 

You should always lx. 4 able to say “it was rhe 
best I could do at the time.” And that answer 
isn’t short. And it isn’t very complete, either. 
Ah well. Best I can do off the cuff. 

Uz attends sevend industry find general SF conven¬ 
tions every year, and some years she attends as 
many as twelve or more. This year you can catch 
Uz at Origins rM ( Phihidephia , PA July 13-16) and 
GenCon® (Milwaukee, WI. August 10-13), and 
she 1 hofes to attend WizrlJC'un and World Fantasy 
Con, too. You can e-mail Liz at 
&. danforth&gen i e . gei s. com, and you 
cati also firul hr in GEnie’s science-fiction section, 
particularly in M ikes topic SFRTI (on GEnie: 
pctge 470 , Oir 13, Top9l, as well as on some of the 
Magic sections of Scorpia's board I page 805: 

WotC is Cat 38], 

A few days after the interview. lJz finally 
answered the question about whdit work she is 
most proud of. Her reply! “Something 1 have yet 
to do...." We're somehnv run surprised. 
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ARtisf AnnovncEfflEnfs 


Many Deckmaster" 1 fans wish to contact 

THE ARTISTS WHO CREATED THE ARTWORK ON THEIR FAVORITE 

< ards. Look no fi rther! Here many of our 

ARTISTS II \\ » PK<>\ IDID I HI IK CONTACT ADDRESSES, DATES AND ^ ^ 

LOCATIONS OF CONVENTION APPEARANCES, AND BRIEF /'S ^ ^ 

BIOGRAPHIES, AS WELL AS LISTINGS OF ORIGINAL ARTWORK AND ^ ^ \> 
PRINTS FOR SALE. SOME ARTISTS ARE HAPPY TO Al TOGRAPH ^ 

cards, too. Package yoi r cards carefully so rHE\ | , 

WON’T C.ET BENT, INCLUDE a SELF-ADDRESSED, STAMPED \ 

ENVELOPE, AND SEND THEM TO THE ARTIST S CONTACI 

address. Please limit ihe ni mber of cards to a reasonable 

\l MBER. (no SI I I < ASPS. PLEASE?) ARTISTS ARE NOT 
RESPONSIBLE FOR LOST OR DAMAGED CARDS. 


ART FOR SALE 

Art used in Magic: The Gathering'* and other W izards of the Coast products is available for purchase.To 
buy original artwork or prints from the artist> listed below’,contact them at the addresses listed here. I lease 
lx* aware that the prices of original artwork range from $90 to $2,000, w ith an average price of about $*>50. 
Prints prices range from $5 to $80. with average prices around $25. Please* make your check payable to the* 
artist (not to W izards of the Coast) anel se*nel to the* contact aelelre*ss below. 

If you wish to purchase artwork by an artist not liste*el here, request an Artwork Availability List and Artist 
Contact Sheet These list the originals and prints available* along with the* artists’contact aelelrcsses. Se*nel your 
re*e|ue*st and a self-addressed. stamped, letter-size envelope to:Wizards of the* Coast. PC). Box 70”', Renton, WA, 
9805^-0707. Attn: Artwork Listing To help us respond quickly, please* send other requests separately. 


W izards of the Coast provides 
the Artwork Availability List and 
Artist Contact Sheet as a service 
to its customers and the artists 
it employs Hie listing is an offer 
by the artists or the artists* 
representatives to negotiate. 
Wizards of the Coast makes no 
guarantees as to availability, 
pricing, or accuracy of the 
information contained within. 

ROB ALEXANDER 
MX Bax /55 X 
Mercer Island. WA 98040 
Prints 

Magic: the Gathering 
—The Dark 
Web 

Hidden Path 

Fallen Empires T " 

Floral Spuzzcm 
Icatian Scout 
Spe*ctral Cloak 
\ Brassclaw Ores 

Ruhinia Soulsinger 


RANDY ASPI.UND-FAITH 
2101 South Circle Dr/re 
Ann Arbor. Ml 4810.1 
Flume & Fax: (313) 003-0954 
Prints 

Available from all art for Magic: 
The Gathering.Prints art* repro- 
duccd at actual size of original 
paintings, laser printed on 
8”x 10”acid-free 80* paper with 
permanent inks. S15 each, plus 
$3 for shipping per whole order. 
MI residents add 6% sales tax. 
Conventions 

Inconjunction—Indianapolis. IN. 

June 30-Juiy 2 
Origins ’95—Philadelphia. PA, 
July 13-10 

Gcncon—Milwaukee, WI, 

Aug. 10-13 

JULIE BAROH 

c/o Ouster & Jinx Productions 

323 Broadway Avenue F, *409 


EDWARD BEARD, JR. 

BO. Box 022 
Caret dr y. AY 02810 
Prints 

Prints from Fallen Umpires™ 
(edition of 500) $25 each 

STUART BEEI. 

P.O.Box 1502 
Glasgow 02 8BW 
SCOTIAM) 

MELISSA A. BENSON 
PO. Box 119 

Stratford, Cl 0(097-0119 
Prints 

limited edition signed and num¬ 
bered prints (editions of 250) 
are available unmatted ($25 
each) from Magic: The 
Gathering. Legends , and Jyhad ,M 
Write for more 
information. 

Melissa asks that you do not 
mail her cards to sign. 

JOHN BRIDGES 
c/o Red Crow Studio 
207 A Boulevard, *3 
Richmond. VA 23220 


Seattle, U.t 98102 






0, 


I 







KEV BROKSCHMIDT 
Revs Cartoons 
14204 152nd Avenue s I 
Renton . I VA 98059 
Kev asks thai yxxi <Jt> 
ix A mail him cards to sgn 


STEVEN M CASPER 
PO. Box t H5 
Sm-IM/le. CA M>2~H 
Prints 

Hand-titled and signed laser | 
prints arc $ 15. Each la**T print \ 
is matted in black and dr: 

_ 


LIZ DANFORTH 
PO. Bax (>t082 
Phoenix . A/ 850823082 
(sex* "A (liat with liz pii H 

KAJA & PHIL FOG Lid 
c/o Palliard Press Vest 
6~50 10th Avenue S W 
Seattle. WA 981 
Conn hntions 
Miscon—Missoula. Ml. 
May 2(v28 

Comicon—(liicago IL 
June 30July 2 
1 )ragoncon—Atlanta. < *A. 

July 13-10 

Backgrounds by Amv ' 
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San DM**- 4 *- 

Com* 0 " 

^ Mi.^ ukCtWI ’ 

( ' t ' nC ,, n / 7 ^-< 

W ,,m- <ili,SgUW 
wof^ sl ‘ . 4 ug.2+ JH 

Mosc-on"^ 

Vl ' / "' /1 UsVV^.NV 

SW"*® , , 

7 i ron-* H * nvcn( () ' 

Mik- lli.u' 1 < 0,1 

<xi.l» 22 

x , x R. FRAZIER 

lMi Ulcr.CO*0M» 

(iOjj( 

Prints . , 

, lia v| both Magic and non- 

Macic prints for sab 
H^sBack (b&w*. 18x24) $15.00 
Halls of Avarice 

<b&w, 18x24) SI 5.00 
Halls lof Avarice (color. 6x8) 

The Lost Mox Diamond, 

(color. 6x4) 

Blue Dragon Profile (8x6) 
lallen Empires 
(>tvish Veteran 
Ice Age™ 

Cap of the Ice Jester 
Fire Covenant 

RANDY R. GALLEGOS 
c/o dweii Meese Studio 
6/27 But a no Court 
Simjitse. CA 95/2 * 

( «>H) 226- 431 9 
Prints 

%ncd and numbered, photo 
prints (editions of SOO) $ 16 each, 
s hipping/handling included. ('A 
rodents add 8.25% tax. 

Jyhad 

IXj|ia n Struck 

^akt with Evening s Freshness 

'ZV iKcw ^ 

Ho »«“ 

Hudson 

s <> "«/ 0 . u 77 SV ' Vt ''- * , ° 7 

,4ni «ted Cc| . 

si Rnecl ^ n 1<>n Proof prints, 
s,li Ppinj» ' $20 plus 

^Phyr F 

W ^Uo r t° n 

IS " r M«, fs UCar 


CONV HNTIONs 

Westetxron—Portland, ()R, 

June JOJuly .* 

()ry c< >n—Port land. ()R. 

Nov. HE 12 

SCOTT KIRSCHNER 
2300 Walnut Street, / 
Philadelphia. PA 19/03 

JEFF MENGES 
82 Ellis Aren ue 
North port. NY 11768-1209 
Prints 

Signed and numbered litho¬ 
graphs 12"xl6"( edit ions of 
1000), $15 each. Add $4 for ship¬ 
ping & handling for 1-4 prints, 
plus $ i for each additional 4. 
Zombie Master 
Haunting Wind 
Tracker 

Goblin War Drums 

KEN MEYER, JR. 

J467 Peris 
San Diego, (A 92/// 
Conventions 
1 >ragoncon—Atlanta, (JA, 

July 1J-/6 

Comicon—San Diego. CA, 

July 27-30 

(iencon—Milwaukee, WI. 

Aug. I (El 3 

PAT MORRISSEY 
Cxmtact can lx* made 
through WotC L 
Conventions 
Necon—Warwick, RI. 

July 2/ 23 

WILLIAM O’CONNOR 
28 Central Street 
Huntington , NY 11743 

MARGARET ORGAN-KEAN 
Moonstone Illustrations 
1916 Pike Place *12-117 
Seattle , WA 9 8/0/ 
e-mail: “Y>566 163. i dcompustv.com 
Original illustrations for Jyhad 
and lallen Em pi tvs. as well as 
other paintings and pen & ink 
drawings air* available at 
Wizards Gallery in Seattle, WA. 
Spore Flowers from Pal ten 
Empires w ill Ik* appearing as a 
print run late this spring. 
Conventions 
Baycon—San Jose, ()A, 

May 26-29 

Westercon—Portland. ()R. 

June 30Jtdy 3 



NASFic/I )ragoncon 
July 13 16 

W orld Fantasy Convention— 
Baltimore, MI). Oct ‘95 
Orycon—Portland. OR. 

Not: l(El2 

MARK POOLE 

12! Old Sugar Hill Road 

Lexington. SC 29072 

DOUGLAS SHULER 
P.O.Box 3145 
Boulder. CO 80307-3145 
Prints 

Printed on 100 lb. acid-free 
paper with a high-gloss varnish 
and a 2 L/2" simulated mat 
Ik> rder, print size 10 5/8 x 12". 
$20 each. Please include $2 for 
shipping and handling. 

Sernt Angel 
Northern Paladin 
Veteran Bodyguard 
Frozen Shade 
Demonic Tutor 
Prodigal Sorcerer 

RON SPENCER 
Nightfall Ltd. 

202 9th Street 
Aurora, NB 688/8 
Prints 

High quality prints. $15 
(includes postage and handling). 
Will sign if you request. 

Nt NE THOMAS 
446 Past 300 South. *l t 
Salt Hike City. HP 84111 

RICHARD THOMAS 
c/o W hite W olf Sen ices 
/598 Stonega/e Industrial Bird 
Stone Mountain. CA 30083 

SUSAN VAN CAMP 
76 8 Tackett Street 
Hint. Ml 48532 
Prints 

Send SASE for print listing. 

Conventions 
Duckon—Chicago, IL, 

June 2-4 

()rigins—Philadelphia, PA, 

July 13-/6 

Margaret will sign up to five 
cards. Include appropriate SASE. 



19138 


n 
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Prints available. 


ANTHONY WATERS 
1004 Maple Sheet 
Edmonds , WA 9 8020 


AMY WEBER 
Contact can be made 
through WotC 
Conventions 
Westercon—Portland, ()R. 

June 30-Jidy 3 
()rigins—Philadelphia. PA, 

July 13-16 

<icncon—Milwaukee,W I, 

Aug. 10-13 

Amy will sign cards, but asks for 
your patience—responding to 
lots of mail takes time. 


ROBYN WILLIAMSON 
Original etchings available 
through: 

Artworks Gallery 
155 South Main 
Seattle. WA 98104 
(206) 6254)932 


The following artists can 
be contacted through W izards 
of the Coast: 

SANDRA EVERINGHAM 
DANIEL GELON 
RICHARD KANE I ERG! SON 
ANSON MADDOCKS 
CHRISTOPHER RUSH 
MARK TED IN 
TOM WANERSTRANI) 
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Game** within Games 


The Magic of the Metagame 



W hen I was about sixteen. I stopped hackstahbing my allies in 
Diplomacy 4 *. I had noticed that breaking my word 
^repeatedly was weakening it. and though 
it helped me w in on occasion, it 
ended up costing me games. 
No one would risk an 
alliance with me or think 
twice about betraying me—after all. I'd 
done it to them before. Whether I liked it 
or not. I couldn't afford to treat each battle as 
something separate; each game of Diplomacy 
u .i" connected, and my actions in one were bound to affect the 
outcome of others .This realization was my first introduction to 
the challenging and often bewildering arena of the metagame. 


when you play a number of games, not as ends unto themselves 
hut as parts of a larger game, you are participating in a 
metagame Take chess as an example. When you think of chess. 

• 'Hi usually think of a single game or match against a single 
>Pponcnt.To a chess player in a competition, however, each 
game is a small part of a bigger game. 


In this ease, the chess tournament is a metagame of chess 
Ideally, the strategy to playing this metagame should lx* a boring 
one: you attempt to win each game of chess you play . In fact, 
however, there are occasions where you may play for a draw or 
even to lose, perhaps to conserve strength in a long tournament. 
If you are attempting to earn a high rating by play ing a scries of 
chess tournaments, you are participating in another level of 
metagame; the metagame of chess tournaments.This second 
metagame is more interesting than the first in some ways 
because you get to make some important choices, like which 
tournaments to attend, and how much effort to invest in 
preparing for each tournament. 


Many games contain metagames as part of their basic structure. 
For example, most card games are played in hands, with each 
hand yielding a score.The hand is the basic game unit, but the 
object of the competition is actually to w in the metagame: to 
achieve a certain total score.Thus, part of the strategy of many 
card games is to learn when to lose by as little as possible rather 
Ilian take the infinitesimal chance of winning the hand and risk 
losing in a big way if you fail. 


What is it about the metagame that ba*athcs life into the 
experience of game-playing? Through the metagame, players arc 
inducted into a larger game community. Often, the metagame is 
an event in which many, many |K*oplc are playing—more than 
can possibly compete in the smaller base game.The event can 
become so large that no individual can know all parts of the 
game: while no single participant lias the complete picture, each 
person has insight into some small piece of the game.The contri¬ 
butions of each participant become integral to the game event. 

Each player also has many different chances tor succ ess When a 
player moves up even one rung from the bottom ol a ladder, he 
has achieved a kind of victory. It is not necessary for the player to 
get to the top of the ladder to have a sense of accomplishment 

In fact, with a rich metagame, you often don't really know the 
other players' objectives.Take my Diplomacy' 1 * strategy, for 
example. I discovered that a reputation as a reliable and trust wor¬ 
thy ally w as going to w in me more games than if I discarded niy 
allies when they w en* no longer useful. I reasoned that while this 
might cost me games from time to time, I would at least come in 
second or third. (For a while I tried to play it on the fence, 
keeping the letter of my word while intentionally stretching the 
spirit of it. I later learned that the easiest way to seem like a per¬ 
son worthy of trust Is to be a person worthy" of trust—a lesson I 
brought from games into life.) Thus, in any particular Diplomacy * 
game you c an t assume I am play ing to win, because 1 believe 
that my word is more- important than any one victory. Overall. I 
believe I get a lot more firsts than if I w ere to treat each game as 
a separate entity not linked by a metagame. 

Metagames tend to have application or meaning beyond the 
game itself; often, they seep into real life. Doing well in 
metagames may require money or stamina; it may even be 
influenced by things like how you dress or where you live. Some 
say this detracts from the game, but in my opinion it is neither 
good nor bad; it is simply a pan of the metagame that the base 
game does not have. Endurance is not essential to winning a 
rubber of bridge, but it is essential to winning a tournament. In a 
game of Killer, the tact that you have an 8 a.m. class may play a 
significant role in your strategy. And if you are in a ping-pong lad¬ 
der, it may be frustrating that the only person you can challenge 
is hard to pin dow n, but that's part of the game, too. 


in some card games. like poker, the metagame is even more 
important than the base game. A hand of poker can earn you 
^>nic money, but more importantly, it can give you information 
about the other players, or give them false information about 
you. You can take- a loss in a session of poker and still turn that to 
your advantage in the next few sessions. 

There is something magical, even infectious, that happens in 
the* metagame. Recently I claimed that 1 could make any game 
[Popular if I could build a good ladder around it. A ladder is any 
system that ranks the participants in a game; the object of the 
ladder metagame is to “climb* as high as you can get. You climb 
the ladder by defeating higher-ranked players. 

When I was a graduate student at University of Pennsy lvania, a 
variation on Hearts (calledTurbo Hearts) was popular tor several 
years— something I attribute entirely to the ladder we main¬ 
tained in the lounge. .\s an undergraduate, I got my entire house¬ 
hold playing chess by creating a chess ladder for the group. I 
suspect that it's the underlying ladder-like structure of The Great 
Dalmuti *.my latest card game, that helps make it so addictive. 1 
fully intend to make a rock paper-sc issors ladder here at Wizards 
of the Coast to prove the point! 


A great example of the way a metagame can become a real-life 
experience is the MIT Mystery Hunt, which Skaff Elias and I 
participated in this winter.The object of the hunt was to locate 
a coin hidden on the MIT campus. Clues to the location of the 
coin were found by solving a barrage of puzzles. The puzzles 
could be anything, really, from gut crunching logic puzzles to 
scavenger hunts. On some, there were no instructions to solve 
them: on others, the instructions themselves were the solution to 
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another puzzle. Our challenges included arranging video scenes 
in proper order, identifying breakfast cereals, naming countries 
and states from silhouettes, and figuring out the message 
encoded in musical selections. Ironically, one of the puzzles was 
a crypto-list of Magic cards.This wasn't as easy to crack as you 
might think (thanks to words like Cuombajj), but once we got it. 
we cranked it out. 

The hunt began at noon on Friday, and ran through the 
weekend—a grueling contest of mental and physical endurance 
Our group of eleven worked on puzzles as long as we could 
before napping to reclaim our strength, only to rise* again to duty 
a few hours later. One of our major breakthroughs in the hunt was 
a puzzle SkalT and another teammate cracked early on. in which 
the solutions to other puzzles appeared as dues. This allowed us 
to work backwards and find many solutions w ithout solving 
the corresponding puzzles—occasionally even before we bad 
seen the puzzle. 

Even with this advantage, it u><>k tis the entire weekend i<> solve 
about forty of the fifty or so puzzles. Wc won by a margin of 
about thirty seconds at t a.m. Monday. Our prize is to construct 
the hum for next year—then they'll suffer! It w as one of the best 
game experiences I have had 

How docs a treasure hunt count as a metagamc experience? Is 
there more to it than just puzzle solving? Yes. Just a race to solve 
a puzzle is somewhat of a game, but the metagame of solving all 
the puzzles to find the coin was very much a game. In this game, 
your team has to figure out the best way to exert its energies and 
resources. Who is strongest at w hat sort of problem solving? 
Should you stay up all night trying to crack a puzzle, or w ill a 
few hours of sleep be more profitable than speed? You also have 
to react t<> other teams, changing your tactics based on how far 
ahead or behind you think you are. What will it cost the team to 
commit three people to solving a puzzle whose solution has 
already been found by back-solving, in the chance that a clue 
ntay appear in the method of solution itself? Can you afford to 
have team members not working on any particular puzzle but 
focusing on the overall solution instead? Can you afford not to? 
Everything merged into a larger game experience: for three days 
everything we did was a move in that game, from how we ate to 
when wc slept. 


The Metaganxe of Magic 


Trading card games inherently have a strong metagamc compo¬ 
nent. litis is because the flow of cards is itself part of the 
metagamc.There is always a bigger picture to the games than the 
hand currently being played. Players think not only “how can I 
win this game?" hut “how should my deck change for the next 
game?"When people trade cards or buy cards, they are making 
moves in the metagamc, giving themselves more or different 
options for building their decks. 

When cards change hands in a trading card game community, the 
overall game situation changes, too. If your game group didn’t get 
any Fallen Empires™, or got just enough to put in plastic sleeves, 
and then you acquire a hunch of Combat Medics for your w hite 
deck, the whole nature of your games w ith the group may 
change. You have made a move in a metagamc. 

When l first developed the concept of trading card games. I envi¬ 
sioned that learning about the game would lx* a pan of the game 
itself. I felt that people should not he handed a list of cards as a 
reference, or a book in which to look up everything. Veterans of 
Magic may remember those information-scarce days. In this way 
players would lx* forced into discussions about the game: stories 
and information would lx* exchanged and eventually players 
would learn what w as in this world of Magic. These days, people 
figure out w hat’s in a card set much more quickly: information 


about a release is available almost immediately on the Internet 
But maybe in some small way. being stingy with 
has helped form the community of Magic players 
now: plavers have been brought together through the 
of exploring the world of the cards. 

In fact, it is not obvious what the base game of a I 
is. Sure, in Magic the basic game is the duel, 
stripped starter deck? I sing Duelists C.oiv 
tion rules? I sing only common cards? I si 
found in your sister s sh<x*box? Each of 
restrictions is a different metarule in a metagamc 
different skills and yield verv different game experiences. 

On top of this natural tendency toward the metagamc, we often 
add new levels by playing in tournaments or leagues.Thrwigh 
the sanctioning and support of different events, the Duelists' 
Convocation helps create the metagamc of Magic tournaments, 
from the regional level to international competition. 

And with all the trading card games out there now wc have a 
real mess of a metagamc. Have you ev er traded Star Trck v cards 
for Magic cards? Illuminati ** cards for Wyvern* cards? On the 
Edge™ for Blood Wars '*? IX) you know how these games work? 
There is a metagamc out there so big that no one can even come 
close to mastering it. 

After the MIT Mystery Hunt. Staff and I began talking about 
how to do an event like that for Magic. We came up with a 
weekend-long team event, with more competitions than your 
team of four could possibly attend. Each event would have 
different point values and giv e different prizes.Your team would 
begin with about three hundred random cards which it would 
divide up. During the course of the weekend, you would remake 
your decks again and again as each teammate attempted to bring 
points to the team. 

As w ith the Mystery Hunt, there is a rich game event here, one in 
which decisions have impact on many levels. Should you focus 
on one gixxl deck and send it to the big point tournaments, or 
spread the cards out and hit the slum tournaments? Is a tourna¬ 
ment w here the top five places get their choice of six basic lands 
better than a tournament where the top five places get boosters 
of 7he Dark' Is it better to attend a particular tournament or 
catch a two-hour nap instead? I lie event would require a spec¬ 
trum of talents, not the least of which would lx* endurance. 

At the end of the weekend, the team w ith the most points 
would win, or maybe there would be a big playoff with the 
decks you have accumulated.Then we could apply the point 
total toward your score in an even bigger game w hich spans 
months, and take the scores from those games and apply them 
to an even bigger game. 

The metagame is a topic which fascinates me. If w e spent half 
the time paying attention to the metagames that we do to indi¬ 
vidual games, we would be better game players and w e w < mid 
have much better game events. I actually believe that we would 
lx* better people, but that is a thesis I will need a bit more time 
and space to develop. 
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Deckmaster Update 

Maqic: T hi- Qatherinq — Fc >1 ;rth Edit/c >\ ,m 

As you read this. Magic: The (fathering -— Fourth Edition ‘ has 
cither already hit the shelves or will soon he carried at your l<x;al gaming 
outlet. Fourth Edition is a new “rotation” tor Magic; some cards in the set 
have ken rotated out, and other cards which appeared previously onlv 
in limited-edition sets will he rotated in. (See “A Guide to Magic: The 
(fathering — Fourth Edition pg. 7, for details on the new card set.) 

It you have trouble getting Fcmrth Edition cards in the first tew 
weeks, be patient. We aren't trying to limit the supply; in fact, we’ve 
increased the rate we print cards by fifty percent over what it was tor 
Reused, and we still don't have enough to satisfy the enormous demand. 
Really, we are printing and shipping as fast as we can! 

Maqic: The Qatherinq — Icl Ant 1 ' 1 

Ice Arc is one of the most highly anticipated products in the history 
of the gaming market. Those of you who have been playing Magic since 
the beginning probably remember that Ice Age M was originally 
announced way hack in those early days. It you've been waiting tor it 
ever since, your wait is almost over. 

Why the delay? Well, as we continued producing Magic expansions, 
we learned more and more about the process oi putt ing together a trad¬ 
ing card game. That knowledge has helped us make each release better 
than the previous one. When ir finally came time to release Ice Age, we 
f found that we could improve the product dramatically, if we only took 
the time. We decided to take th.it time, and the results were stunning. 

Ice .Age will be on the shelves in June, and it's well worth the wait. 

As part of WotCs support for Ice Age, we're planning to hold an 
h lee Age contest this summer and award exclusive prizes to over one 
I thousand winners. (We haven’t lined up Ed McMahon to award 
)the prizes, bur it’ll still he great...) 

To introduce players to the stand-alone environment, we’re 
also planning to hold a series of Ice Age tournaments. The first of 
these will he an Ice Age sealed-deck tournament held on June M 
at rhe Canadian Comic and Card Spectacular, 
concurrent with the Canadian National 
Magic Championship. More than a 

thousand participants will compete for a 
diamond-studded Ice Age medallion 
L worth $1000. We expect these events 
B to draw big crowds in the future! 

I 

m Maqic: The Qatherinq — 
i Chuonici.es 

('hronicles is competing with Ice Age for 
the title of most eagerly awaited Magic 
product. Chronicles will be released in July, 
reprinting selected cards from Legends 

Arabian Nights "', Antiquities' M , and The 
Dark IV . If you aren’t lucky enough to 


have been playing Magic since the days of yore, you can now pick up 
some of those cards you missed. All of the cards in Chronicles will he 
printed with a white border to preserve the collectable nature of 
the original sets. 

New expansion for Magic 

We’re working on a new project, and the details ot it are still secret. 
All we can reveal now is that its a new expansion set for Magic. We will 
give you one hint—even planewalkers have to consider the impact of 
their actions on the environment around them. 

Netrunner™ 

WotC7s third Deckmaster “ game is currently under development. 
The working title is Netrunner and the game is based on R. Talsorian’s 
(?yberpunk 2020 roleplaying game. Magic designer Richard Garfield is 
the lead designer on this product and company employees are already 
spending many hours playing an early version of the game. The genii of 
Netrunner is ro collect information faster than your opponent. Certain 
rare circumstances allow you to destroy another player’s cyberdeck 
(“flatlining” that player). Richard likes to point out that the first player 
to customize his deck was the first one flarlined. 

New Pck'ket Players* Qvidh eor Magic 

At the end of this summer you can expect to see a new Pocket 
Players 1 GuLL for Magic: The Gathering. You’ll notice this new kx>k 
right away: it features a full-color, wrap-around cover by Quinton 
Hoover, and full-page interior illustrations by other Deckmaster artists. 
This updated and expanded volume includes the most recent version of 
the Magic rules, as well as a comprehensive guide to the changes 
between editions, and a complete card list for Fourth Edition. Mathias 
and Selene are hack to comment on the rules, and even Mr. Suitcase 
makes an appearance. You’ll find articles on deck construction, card 
combinations, multi-player and league play, the official Duelists’ 
Convocation tournament mles, and a collector’s section covering Magic 
releases from rhe original Magic: The Gathering to Fallen Emigres". 
Finally, there is an updated resources section so that you know how to 
contact WotC? Customer Service for FAQs, rules questions, non-rules 
questions, artwork, card lists, and more! Lwk for the new PPG at 
the end of August. 

Translating The Qatherinq 

In order to give our loyal international customers the same access to 
Magic that our English-speaking customers have enjoyed. Wizards of the 
( oaM is m iking the < ards available in our customers’ native languages. 
We are also working towards simultaneous releases in every 7 language so 
rhat when each new expansion gets released in English, it also gets 

released in every other language into which Magic 
is being translated. 

Pan of giving everyone equal access 
to the cards also means equal access to 
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expansions. However, we and all our partners in this translation enter¬ 
prise realized that there was no way to start translating at the beginning 
with A rabian Nights™ and also reach our goal of simultaneous release in 
all languages; this forced us to decide which sets would he printed for the 
first time in each language. For instance, The Dark ™ and Legends 1 '* will 
be printed in Italian its Hack-border sets available only in Italy. 

Our policy is to not print cards in white-border sets that .didn't 
previously appear either in the original black-border Magic: The 
Gathering set in that language or in some black-border expansion set in 
that language. For example, the initial set for German and French is the 
same set as the Raised (or third edition) set and the first German and 
French cards were released wirh black borders. Since there were no 
previous German or French expansions, the cards that will be rotated 
into Magic: The (fathering — Fourth Edit ion will, according to our policy, 
have to first appear with a black border before Fourth Edition can be print¬ 
ed with a white border. The cards that are rotating into the Fourth Edition 
of Magic will appear with black borders as a special card set (called 
Renaissance™) in French and German. The foreign language editions of 
Chronicles will initially also appear as black-border sets, except for Italian. 
Instead, there will he a special Italian black-border version ol Renaissance 
that includes Chronicles cards, hut not cards that originally appeared in 
legends or The Dark. In all thee translations. Renaissance cards will 
include the original expansion symbols. 

This year we plan to do German, French, Spanish, and Italian 
translations, and more will follow. In order to ensure that local markets 
have access to enough cards, we will not sell those black-border cards to 
North American distributors. I lowevcr, we will also do white-border, 
translated releases of the current “foreign” Magic sets; those cards will he 
available for sale in North America later this year. 
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Book Publishing 

Wizards of the Coast’s Book Publishing division 
released the first Magic: The Gathering novel, Arena 
by William R. Forstchen, in October of last year, and 
it became an instant success. We followed it up with 
Whispering Woods, Shattered Chains , and Final 
Sacrifice , a trilogy by Clavron Emery. All of these 
books are on sale now’—-check them out! 

We hope you got a chance to read “Animal 
Trap” by M. C. Sumner, which was included in Issue 
~4 of The Duelist. “Animal Trap” was actually a sneak 
preview of a very exciting K>ok coming in June. 

TapestrU’S will lx* our first Magic: The Gathering 
anthology, and represents an important step in our goal of 
building a Magic fiction line with the highest standards of 
quality. “Animal Trap” will he joined by sixteen all-new stories 
by authors like David Drake, Morgan Llywelyn, Michael A. 

Stackpole, and S. M. Stirling. We know you’ll love Tapestries and 
we’re not stopping there! 

Coming in August is The Cursed Land by Teri McLaren, who 
co-authored nationally best-selling Dragmlance' 1 * novels as Teri 
Williams. In The Cursed Lind , you'll journey to the Isle of Cridhe, tom 
asunder generations ago by a mages greed. Only the Mender can restore 
the island to its former peaceful harmony...it she can escape her 
captors in time.... 

As if that that isn’t enough, in October, we’ll he bringing you M. C. 
Sumner’s The Proiligal Sorcerer. So add a few more hooks to your summer 
reading list, and keep an eye out for some more great game support 
products coining out later in the year. 


Roleplaying and Table Games Update 

Alter Ego™ 

The Alter Ego™ Design Group was launched in February 1995 
as part of WotC’s continued commitment to expand the gaming market 
and make socially interactive games an integral part of global 
entertainment. Alter Ego games are created with the group’s mission in 
mind: “to produce the highest quality roleplaying games and related 
materials, products that appeal to the gaming hobby community and In 
people outside that community, thereby expanding the roleplaying 
market.” We hope that every new Alter Ego game will fire the 
imaginations of old and new players alike. 

If you have questions, comments, or suggestions about Alter Eg 
games, please contact Wizards of the Coast's U.S. Customer Service Te 
at (206) 624-0955, e-mail craestions@wAzards.coiu or write to P.0. 
Box 707, Renton, WA, 98057. 

Everway™ 

The Alter Ego TVsign Groups first new game release, Evekway, 
bridges the gap between fantasy adventure games spawned years ago by 
D&D ' and the new wave of fantasy card games brought on by Magic: 
The Gathering. With fantasy art cards forming the backbone of both 
character- and adventure-creation, EVERWAY combines the simple grace 
and visually stunning appeal of the new trading card games with the 
enticing storytelling aspects of traditional roleplaying games. The g;mu- 
aesthetic appeal and elegant mechanics promise to attract players wli 
have never roleplayed before while inspiring veteran gamers who art 
looking for something new. 

Set in the worlds of myth and legend, EVERWAY’uses imagery anJ 
symbols to create dramatic stories of fate and fortune. Original fantas\ 
trading cards called “vision cards” play a vital part in the game: players - 
vision cards to create characters, while gamemasters use them as sprinc 
hoards from which to launch exciting adventures. Sets of EVERWAY vk. : 
cards, which will also be sold separately in Nxyster packs, will appe t. 
to fantasy art card collectors, drawing new players ro roleplaying. 
In addition to vision cards, EVERWAY makes use of a 
“Fortune Deck,” a set of thirty-six unique, symbolic cards useJ 
by gamemasters to determine the fates of the characters and 
the play of the game. In the mythic worlds of EVERWAY, tlu 
Fortune Deck is said to he the means by which humans 
understand the metaphysical forces at work in rheir universe 
As a game tool, the Fortune l\*ck marks a revolutionary break 
with a long roleplaying tradition: dice. Instead of rolling dice t 
determine outcomes, gamemasters use the archetypal images ot 

the Fortune Deck to interpret them, making EVERWAY “friendlier 
to people turned off by the mechanics in traditional roleplavihg games 
and giving long-time gainers an inspiring new tool. 

The boxed Eyerway set includes everything needed tor play: 
complete rulehooks tor players and gamemasters, over ninety fantasy 
vision cards, a thirty six-card Fortune Deck, an introductory’ adventure 
twelve ready-to-run heroes, hero sheets, and a Fortune Deck guide. Tlx 
vision cards and Fortune Deck feature completely original, beautiful. t 
color artwork bv some of the most popular fantasy artists. The game vui 
hit stores this summer, but you can already catch Eyerway demos at 
ing and fantasy conventions worldwide. 

Ars Magica™ 

Progress continues apace on the fourth edition of Ars Magica 
with the design team striving to bring a new kx>k and feel to the game 
more in line with medieval history, myth, and legend. Although it we 
the team s intention to have the game ready for an August release, the 
primary consideration is to make it the highest quality possible, and the 
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release is now set for October. Tins year has already seen the release of 
Lion of the North 1 *. I louses of Hermes ™, and Faeries 1 * tor the new line, 
and the schedule for the rest of the year after the release of the fourth 
edition calls tor at least three more supplements, including Exotic 
Magic™, a book detailing new styles of magic and groups of wizards on 
the fringe of Mythic Europe™. 

The Ars Magica Team consists of Wade Racine (Line Developer), 
Daniel Gelon (Art Director), Ellie Haguel (Sales), Boh Kruger (Editor), 
and J.D. Wiker (Customer Service). It is our intention to pnxluce the 
k^r medieval fantasy roleplaying game possible, pleasing not only the 
current fans of the game, but also drawing in new players with the unique 
setting, quality writing, flexible game system, innovative art and design, 
and friendly, efficient service to players, retailers and distributors alike. 

RoboRally™ 

Due to popular demand, WotG is re-releasing its first board game, 
RohoRally. First submitted to WotC before the days of Magic, this 
Richard Garfield creation puts players in control of robots in a fast-paced, 
futuristic race. In the game, players maneuver robots across an unpre¬ 
dictable and ever-changing nice course; simultaneous movement rules 
encourage players to use clever strategies as they try to second-guess their 
opponents. If you haven’t played RoboRally yet, be sure to give this game 
a try—the original printing sold out quickly, but the revised reprint will 
he available in July. 

6 

Introducing Merchant Customer Service 

As the popularity of WotC products has grown, so has the number 
of retailers carrying our games. As part of our commitment to compre¬ 
hensive product support, WotC recenrly formed a Merchant Customer 
Service (MCS) team to respond to retailers’ questions and feedback. 
There are currently four representatives on the team, with three assigned 
to particular regions of the U.S., and one to Canada. 

Like their regular Customer Sendee counterparts, MC 'S team 
members can answer questions about product release dates, future plans, 
and the like. They are also equipped to deal with more retail-oriented 
concerns, including taking feedback on distributors and distribution, 
explaining product return policies, and even educating new retailers on 
what Magic: The Gathering is all about. 

In fact, one of the team's primary goals is to keep retailers informed 
of the latest product and policy developments. To this end. they are work¬ 
ing with the Marketing Department to pnxluce Retailer Direct, a monthly 
newsletter dedicated to retailer issues. Several issues have already been 
produced, and stores can obtain a copy through their distributors or by 
contacting WotC and asking to speak to their MCS representative. 

While the new team currently spends most of its time responding to 
phone calls from retailers, MCS intends to he tar more pro-active in the 
future. They are now adding srore names and addresses to a database, 
yvhkh they hope to use in the future for newsletter and press release 
mailings, and other projects. They would also like to he able to call 
individual retailers in their areas from time to time, to solicit comments 
and constructive feedback on any aspect of our products or business. 

It nothing else, WotC hopes that retailers will view the M( S team 
. a> rheir primary contact within the company. According to Shawn 
Carnes, coordinator of MCS, “The team was formed to lx.* their conduit 
to other departments in the company. In the past, retailers may not have 
known who to talk to or which department to contact with their 
question or situation. Now they can just come to us. Even it we don t 
have an immediate answer, we can either direct them to the proper per¬ 
son. or do the footwork for the retailer and get back to them. 

Carnes would also like to see the team act as advocates on retail 
issues. “Most of us have had some sort of retail experience. I think we ve 


all got a good handle on the kinds of problems and situations that 
retailers face every day. We understand and empathize with them.” 

When it comes to feedback on company policies and procedures, Carnes 
pledges that the team will always forward retailers’ viewpoints to the 
departments concerned. 

The team will also do everything in its power to help resolve any 
issue'' that come up. “We won’t always lx' able to give someone a positive 
answer or say yes to every request, but we’ll explore every possibility with¬ 
in company policy, even along the extreme edges of never-before-iisked- 
what-the-heck do we-do kinds of things. That’s our job. Bottom line.” 

Conventions Team 

Our commitment to having a strong conventions presence was 
reinforced this March, when we reached a tentative agreement to 
purchase Andon l Jnlimited, a company that leads the gaming industry in 
convention management. Andon’s reputation and convention expertise 
will strengthen our appearance at the conventions and industry shows 
which link us to our customers. 

In April, Andon’s staff began working out of our Seatrle-area offices. 
They will continue to manage Origins'*, the industry’s largest indepen¬ 
dent game convention, and GAMA, the gaming industry’s only trade 
show. Both shows are owned by the Game Manufacturers Association 
(GAMA), and are contracted to Andon to manage. Andon will continue 
to support and expand the conventions it owns—AndCon, 3-Rivers 
(iame Pests, and ( >uise ('on. The first ('ruise Con took place in the 
Bahamas la>t month, and was Andon’s first premium-level convention. 

Andon staffers were also brought on hoard to help organize and 
promote new Wizards of the Coast gaming events called ‘Game Days.’ 
They will lx* nm like mini-conventions at which company employees will 
hold gaming sessions to promote WotC pnxlucts. An event schedule 
hasn’t been released yet. 

Last year. Wizards of the Coast attended 120 conventions around 
the world! In the coming months, we ll lx at the Canadian Comic and 
Card Spectacular (where the Canadian National Magic Championship 
and the Ice A^c tournament will he held) in Toronto, Ontario on June 2- 
4; Archon, in Collinsville, IL on June 24-25; Chicago Comic on in 
Rosemont, IL on June 50-July 2; Westercon in Portland, OR on June 30- 
July 3; Origins in Philadelphia, IV\ on July 13-16; DragonCon in 
Atlanta, GA on July 1 3-16; DexCon in Somerset, NJ on July 20-23; and 
San Diego Comicon in San Diego, CA on July 24-30. 

Retailer Sweepstakes 

In a show of appreciation for the hard work of our retailers, Wizards 
of the ('oast recently sponsored a retailers sweepstakes. With the promise 
of over sixty prizes, the retailer response was exceptional. We are proud 
to announce that Jim and Barbara Tennant of Jim’s House of Hobbies, 
Pahrump, Nevada, were the grand prize winners. Among other prizes, 
Jims I louse of 1 lobbies will receive an in-store appearance by Magic: 

The Gathering designer Richard Garfield and WotC President Peter 
Adkison, as well as an appearance by a Magic artist. When Richard and 
Peter head south to Pahrump, they will he taking with them a nice parcel 

of Magic cards, ranging from 
Alpha starter decks to a 
display box of Legends. 

C 'ongratularions Jim and 
Barbara. Pahntmp, 

Nevada will never lx* 
the same... 
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Dominia on Earth 



Origins ’95 


T est your deck against the most powerful mages in 
the United States at Origins '95 in Philadelphia, PA 
on July 13-161 Don't miss the hottest event of 
the '94-'95 Duelists' Convocation v national circuit! 

This is your chance to take on the best and 
earn the right to represent the U.S. at the World 
Championships later this year! 

Once you've vanquished all of your opponents, 
stop by the Wizards of the Coast booth for artist sign¬ 


ings, new product demos, and some of the best games 
money can buy. 

For Origins '95 registration information please con¬ 
tact Andon Unlimited at 1-800-529-EXPO (3976*. If 
you're in Ohio, the number is (216* 673-2117. 

For general information about the U.S. National 
Championships, contact the Duelists' Convocation at 
Wizards of the Coast, (206) 226-6500, Monday through 
Friday, 9 am to 6 pm Pacific Time. 


FEATURING 

A multiple-event National Championships, including both sealed- and constructed-deck tournaments, 
with the top four players advancing to represent the U.S. at the 
1995 World Championships 



m 


Top-level play against such opponents as the Duelists' Convocation 
Top 25 Members and U.S. Regional Champions 

Eight separate qualification tournaments to earn wild 
card slots in the finals 
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These are the sights and sounds of the universe of MAGIC 
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Ancient Greeks named the creatures that brought art across dimen¬ 
sional boundaries. Collectively, they were known as muses, and in 
myth, each held dominion over a specific talent. In reality each muse 
was an entrance to a parallel universe, and mortals with courage and 
vision found their way in. If they survived, the art and knowledge 
they brought back enriched and advanced mankind. 


Meet the artists of 
HYBORIAN GATES, 


Boris Vallejo and Julie Bell, 
at GEN CON® Game Fair. 


Two well known explorers of these alternative realities are BORIS 
VALLEJO and JULIE BELL. Their art speaks volumes about the 
mystical characters, nightmare creatures and heroic warriors they 
encountered on inter-dimensional journeys. 

The HYBORIAN GATES card game brings this fantastic collection 
of art to life. 

Players collect and create special decks which pit magic against 
technology, or vehicles against monsters, or any combination of 
powers unique to the six races included in the starter sets. 
Controlling powerful vortex gates, players project heroes, monsters 
and troopers to battle for control of parallel universes. 



Infinitely expandable, HYBORIAN GATES is the new generation in 
collectible card games. 


© 1995 CARDZ Distribution, Inc. 2505 N. Hwy. 360 7th Floor Grand Prairie. TX 75050 


Gen Con is a registered trademark of T5R, Inc. 
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BATTLELORDS, THE NEWEST COLLECTIBLE TRADING CARD GAME, IS SET ON THE 
FRONTIER OF THE FORNAX GALAXY. STRIFE, INTRIGUE AND WARFARE 
DOMINATE THE 23RD CENTURY. YOU COMMAND AN ELITE MERCENARY CORPS. 
READY TO ENGAGE ANYONE OR ANYTHING...FOR A PRICE. 


fi CALL TO ARMS THIS SUMM€R 


A/Mf 


N€UU MILLENNIUM ENTERTAINMENT, INC. 

PUBLISHED BY NEW MILLENNIUM ENTERTAINMENT. INC PO BOX 12582 ALBANY NY 12212-2582 USA 
COPYRIGHT Cl 995 NEW MILLENNIUM ENTERTAINMENT INC AUTHORIZED USER 
BATTLELORDS IS A TRADEMARK OF OPTIMUS DESIGN SYSTEMS ALL RIGHTS RESERVED 
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ON COLLECTABLE TRADING CARD H GAMES 

compiled by Allen Varney and Mark Rosewater 
BATTLELC )RDS™ 

Publisher New Millenium Games (Albany. NY): Designers:Jin Lee. Eric Leslie. 

M. Alexander Jurkat, Bernard Trombley, and George Vasilakos 

Format: 300-plus*caixl set in three rarities 60-card command decks (36 com¬ 
mon. 20 uncommon. » rare). 5”. 95; 15-card reinforcement packs (9 common, t 
uncommon. 2 rare). $2.50. 

Release August A players guide (tentatively titled Battlelonls Held Guide} is 
scheduled for release late this summer 

Notes Based on the Battlclords of the 23rd Century roleplaying system, the 
i .u vi game > s *> science flection battle adventure with a touch «>i humor. Play c rs 
assemble battlclords. equipment, matrix cards, and mercenaries to 
accomplish missions and gain fame on the galactic frontier. 

Contact: (518) 496-5 H8 Fax: (518) l52-8”5”. 

DIXIE™ 

Publisher Columbia Games (Blaine. WA): Designer:Tom Dalgliesh 

Format: 20<>caid set. 60card decks $9. (All cards are equally common.) 

Release:The second edition (with modifications to the First edition 
rules) is now on sale. A companion. -400-card Shiloh game, in the same 
format, appears at the end of May In October Columbia will publish 
Eagles: Waterloo, first of a series of Napoleonic card games based on the 
board game Napoleon. 

Notes: Dixie, the first historical trading card game, covers the first battle of Bull 
Run and is based on the battle system from the Bobbie Lee board game.Though 
the Shiloh game has card backs identical to Dixie, the series is self-contained: the 
designers do not intend for players to "mix and match historical Civil War units. 

Contact RO b<>\ M57,Bfadnc,WA98231.(800)636-3631.E-mail: 

cgi/94 11 aol.com. 

IXXXMTROOPER™ 

Publisher 1 Icarthrcakcr Hobbies (Folsom. PA): Designer: Bryan Winter 

Format: 334-caixl limited set (92 common. 121 uncommon, 121 rare). 6(Vcard starter 
decks. $”.95; 15-canJ NecmPakv $2.50; Heard expansion packs (see bdow), $ 1.60. 

Release: Now on sale A Dutch translation appeared in March, and The 
Inquisition, the first expansion (HO cards with six rarities), was released in April. A 
second expansion (tentatively titled The War /.one), concerning corporate wars, is 
scheduled for summer. A players' guide is also sc heduled for summer. 

Notes Meartbreaker is working on several new trading card games.This summer. 
Heart breaker will publish a game based on the movie The Cmte In the fall comes 
Goldeneye based on the upcoming James Bond film Both of these* are designed by 
Target Games of Stockholm. Sweden (See also Kidt and Suffer Not'd below.) 

Contact: P O. Box 103, Folsom. PA 19033 (610) 5 »*-9052. 

ECHELONS OF FIRE™/ECHELONS OF FURY™ 

Publisher. Medallion Simulations (Fresno. CA): Designer: Scot Hunt 

Format: Initial release of each game has 2(H) cards in four rarities 65-card starter 
packs. $8.95; 15-card boosters, $3 later printings will add more cards. First-edition 
cards have tan borders; there are plans for a limited-edition black-border run. 

Release: Now on sale 

Contact: (209) 4 H-0833 E-mail: pclagis aol.com or ”3513.223 i tfcompuscrve.com. 


Blood Wars ' 1 

by Steren Scbend 

I'm happy to say that you've made Blood 
Wars positively fly off the shelves in the 
course of its first few months TSR’s second 
entry into the card games market has hern 
received well by the marketplace, and 
encouraging sales have led to a second 
printing of the basic threehundred-card 
Duel-Decks and Escalation Pack 1 (three 
hundred core cards plus a thirty four-card 
chase series).The second-printing cards 
should be in stores as you read this. 

COMMENTARY & QUESTIONS 
Since the first day of its release into the 
market, there's been a lot of commentary on 
the game on the Internet. The deluge of quo 
lions and critiques has been difficult to keep 
up with, but w e re answ ering everyone s 
questions as quickly as possible. We re keep¬ 
ing our eyes open in the rcc.gamcs.trading 
card areas of the Internet, and on 
Aol and GEnic.Any questions, com¬ 
ments, criticisms, etc., post them or 
mail them directly to me here atTSR. 

Comments are fast and furious about 
the “useless information* in the card' 
text boxes. Why did I include racial 
information and planar locations for 
Warlords and Legions? Why do 
- Battlefields have alignments? What s 
the effect of the Gate Town 
Battlefields? None of this information 
currently affects play, and people are 
wondering why it s there. Well, it's all there 
for two simple reasons: 1 knew we d need 
some areas to work w ith and develop in 
later Escalation Packs, and the information 
tied the cards more closely to the 
Planescape™ RPG setting. In future 
Escalation Packs, all of that information uiil 
lx* put to work, changing the game and 
adding more levels of diversity to keep the 
games as fresh and unpredictable as ever In 
fact, the second Escalation Pack brings a !• »t 
of the Planesc:apk world closer to the Blood 
Wars card game and introduces a few new 
ways to work with the original mechanics 
without changing them at all. 

THE WAR COMES TO SIGH! 

In the initial design stages, we decided to 
make the focus of the game the eternal 
struggle between the evil races of the Outer 
Planes: the B1 <xk 1 War. I Unfortunately, that kn 
little nxrni tor the linchpin of the Piam* w • 
RPG setting: the City of Sigil. a city both 
within and outside the Outer Planes with 
portals to anywhere in the multi verse, so the 
first supplement of new cards tor the gann 
after its initial release needed to bring >igil 
into the ever-grow ing Blood War. 
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GAMA 


Academy of Adventure Gaming Arts & Design 


Mark Matthews-Simmons, Chairman e-mail: mmsdpc@aol.com 

S57S Arapahoe Avenue, Suite D, Boulder CO 80303 Phone 303-786-9727 Fax 303-786-9797 


Award* Conun raa Men-bera a Their SubconmiBflS 

Miniature*: Dick Bryant, Dave Babb 
Roieptayirtg: Scott Haring, Walter Mytczyntkyj 
Board & Card Gam**: Bill Jaffe. Richard Berg, 

Tom Datglleth, Lisa Steven* 
Computer Game*: Alan Emrich 
PBM: Rick Loomi*, Bit Feld 
Fiction & Periodica)*: Liz Danforth 


The Academy of Adventure Gaming Arts & Design, and the Game Manufacturers Association (GAMA), 
invite you to participate in the selection of the 1994 Origins™ Awards winners. 

The Origins™ Awards have been given annually by GAMA for two decades. Traditionally given out at 
Origins, GAMA’s national gaming convention, these awards recognize excellence in a wide variety of game 
products. The form on the back of this page is for you, the game-playing public, to vote on the best releases 
of the 1994 calendar year. 

This ballot represents the culmination of the lengthy selection process that GAMA’s Academy of 
Adventure Gaming Arts &. Design uses to come up with each year’s winners. The awards procedure begins 
with a mailing to all gaming companies that The Academy knows of— currently over four hundred. Each 
company is asked to complete a Product Eligibility Form, including what it considers to be its three best 
releases in each category listed. 

The Awards Committee, composed of a dozen industry professionals, double-checks these products for 
eligibility. The Chairman then combines all eligible entries in a Nominations Round ballot, and the Awards 
Committee adds any products it deems suitable to the list. This ballot is mailed to all Academy members, 
including both industry professionals and gamers who want to be a part of the process. Each member is 
asked to vote for up to three entries in each category, and is asked to put forward any products or persons for 
nomination into the Hall of Fame. 

Each category’s top five vote-getters in the Nominations Round go on the Final Ballot, to which the 
Awards Committee may again add items. The public version of the Final Ballot is then printed in various 
game magazines. A members-only version of the Final Ballot, with special members-only categories, is 
mailed to Academy members. 

Tabulation of each round is done in secret. Not even members of the Awards Committee see the ballots, 
nor are they told the number of votes received by each entrant. The entire set of received ballots is 
archived by the Chairman; an audit might be called for, but otherwise the archive remains sealed. 

The winners in each category are announced at a special awards ceremony during Origins™, held this year 
in Philadelphia from July 13 to Julyl6. The winners are announced in the same magazines which ran the 
ballots. They’re also promoted on a full-color poster which is sent out to the entire adventure gaming industry. 

If you would like to participate in the selection of this year’s winners, please complete the ballot and return 
it to the address appearing on the ballot before June 25, 1995. (Regardless of postmark, ballots received 
after this date cannot be counted.) Mark only one vote in each category. Each category has a space for 
write-ins; if you’d like to vote for a gaming product that does not appear on the ballot, please list the 
product name and manufacturer in the space provided. 

If you have questions about the voting procedures, or are interested in joining the Academy of Adventure 
Gaming Arts & Design, you can contact the Academy at the address listed on the ballot. 


















Attention All Gsme Enthusiests 

Vote For Your Favorite G ame Products Of 1994 With This Form. Do „ r o day . 


MAKE ONLY ONE VOTE IN EACH 
CATEGORY. ONLY THIS FORM OR A 
PHOTOCOPY MA Y BE USED TO VOTE. 


1994 Calendar Year Releases 

ORIGINS™ AWARDS FINAL BALLOT 


RESPOND BY JUNE® 

Maor, *^M«a»vE5' 
BYJUNEH. 


, Beit Hlitoricil Figure Series 

.American Civil War 15mm.. RAFM 

.Daimyo Samurai Figures. Reaper Miniatures 

Dark Ages 25mm.° ,d G,ory 

Wiki West 25mm.Stone Mountain 

.Zulu Wars 25mm. Connoisseur 

_ Write-In 


Mfr: 


. Beit Fantaiy or Science Fiction Figure Series 

_AD&D Personalities. Ral Partha 

_ Legions of Steel.Global Games 

_ Magic: The Gathering.Heaiibreaker 

_ Star Wars Miniatures.West End Games 

Takhisis- Ltd. Edition Dragon.Ral Partha 

Write-In_ 


Mfr:._ 


Mfr. 


Beit Miniatures Accessory Series 

.Grendel Resin Kits.Heartbreaker 

. Mountainscape.Geo-Hex 

. RaJ Partha Paints.Ral Partha 

. Ultimate Carrying Case.Global Games 

..Warhammer Fantasy Banners 

.Games Workshop/Citadel 

.Write-In_ 


Mfr._ 


Best Miniatures Rules 

_ Blood Bowl.Games Workshop 

_ Critter-Tek.Crunchy Frog 

. FuH Thrust Spacefleet Combat.Geo-Hex 

Napoleon’s Battles Expansion Kit 2.Avalon Hill 

Star Wars Miniatures Companion.. West End Games 

.Volley & Bayonet.Game Designers Workshop 

_ Write-In_ 


Mfr:_ 


. Best Game Accessory 

.Antiquities, Magic: The Gathering 

.Wizards of the Coast 

.The Dark. Magic: The Gathering 

.Wizards of the Coast 

_ Legends. Magic: The Gathering 

.Wizards of the Coast 

_ Nuclear War Booster Packs.Flying Buffalo Inc. 

Prindpia Discordia.Steve Jackson Games 

.Write-In__ 


Mfr:_ 


7. 


Best Role-Playing Rules 

_Aria.Last Unicom Games 

_Castle Falkenstein.R. Talsorian Games 

_First Quest: Introduction to RPGs, AD&D ... TSR Inc. 

_Immortal.Precedence Publishing 

_Kromosome, Amazing Engine.TSR Inc. 

_Nephilim.Chaosium 

_The Whispering Vault.Pariah Press 

_ Write-In__ 


Mfr. 


8. Best Role-Playing Adventure 

_ Cities of Bone. AD&D: Al-Qadim.TSR Inc. 

_City by the Silt Sea, AD&D: Dark Sun.TSR Inc. 

_ Council of Wyrms, AD&D.TSR Inc. 

_ Harlequin s Back, Shadowrun.FASA Corp. 

_Sarista. Talislanta.Wizards of the Coast 

_ Write-In__ 


Mfr:. 


9. Best Role-Playing Supplement 

_The Encyclopedia Magica. Vol. I. AD&D TSR Inc 

Grimtooth '9 Traps Bazaar Flying Buffalo Inc 

GURPS Lensman.Steve Jackson Games 

Lion of the North. Are Magica Wizards o« the Coast 
_ Masque of the Red Death. Raventoft TSR Inc 

Planescape Campaign Setting. AD&D TSR Inc 
~ submen Rising. Talislanta Wizards of the Coast 

_Write-In------ 

Mfr:___ 


. Best Vehicular Series 

BattleTech: Vehicles & Mechs.Ral Partha 

_ Full Thrust Spaceships.Geo-Hex 

. Future Wars 1/300 Vehicles.Geo-Hex 

Great War Micronauts 1:2400 .GHQ 

_ Star Wars Vehicles.West End Games 

_WWII 20mm.RAFM 

Write-In__ 


Mfr: 


Mfr: 


13. Best Fantasy or Science Fiction Boardgame 

_Battle Rider. Game Designers Workshop 

_Bioodbowl 3rd Edition.Games Workshop 

_ CityTech 2nd Edition.FASA Corp 

Roboralty. Wizards of the Coast 

_Talisman 3rd Edition.Games Workshop 

_Write-In 

Mfr: 


15. Best Card Game 

— Dixie .Columbia Games 

— Illuminati: New World Order . Steve Jackson Games 

— J y* ad .Wizards of the Coast 

On the Edge. Adas Games 

— Spellfire: Master the Magic TSR Inc 

Star Trek: The Next Generation Decipher Games 

_ Write-In_ 

Mfr: 


16. Best New Play-By-Mail Game 

~ Wizards!. Flying Buffalo Inc 

— fj°.2? tt0n Rea,ms .Reality Simulations Inc 

--Middle-earth- Third Age circa 2950 


o”* ..Game Systems Inc 

- Warlord. task Force Games 

~ Wnt^-irT.Eclipse Entertainment Inc 


Mfr: 


1 ? ' Best Play-By-Mall Game 

__ Duel masters. 

_Illuminati 


.Reality Simulations Inc. 

— Middle-earth- Third Age area 1650 RV ’ n8 ^ 

_Star Web. G ? me Sys,ems ,nc 

-.State of War.^Flying Buffalo Inc. 

_Write-In . . ,nc 


Mfr:. 


! 8 'tW. , ,f anta,y ° r SF Computer Game 
_ MVST . Software 

— Tie Fighter.Broderbund 

- Wing Commander in.^^£22 ** 

— Write-In .Microprose 


Mfr: 


- -...Avaorm 

•••• MeroP^ 


_Master of Mage 

_ Panzer General 


_ S*d Meter's Cokxwadon 

_SimOty 2000 

_Write-In 


-McroProse 

-.Mas 


11. Best Pre-20th Century Boardgame 

_Age of Exploration.TimJim Games 

_Caesar. GMT Games 

_Colonial Diplomacy.Avalon Htfl 

_Kolin. Clash of Arms 

_Maharaja. Avalon Mill 

_ No Better Place To Die The Gamers 

__ Roads to Gettysburg . Avalon Hill 

_ Write-In - - 


20 . Best Game Related Fiction 

_ Arena. Mage the Gathering 

KarperPnsiTvWizards o' the Co* 
Bred For War BattleTech. RX FASA Capo-*, 

_Cthulhus Hess. 

Call of Cthu&iu Fiction Anthology. 

Elmmster. Ths Making of a Mage. 

Forgotten Realms.. 

.Siege of Dsrimess. Forgotten Realms... TSR me 


.Chaosrjrr 


Whispering Woods. Magic the Gathering 

HarperPnsrrvWizards of the Ccasr 
_Write-In____ 


12. Best Modern-Day Boardgame 

Ardennes. The Gamers 

_Australian Rails . Mayfair Games 

_ Enemy at the Gates.The Gamers 

__ Over the Reich .Clash of Arms 

_The Rising Sun. Clash of Arms 

_Second Front.Games Research/Design 

_Write-In. 


Mfr 


21. Best Professional Gaming Magazine 

.TheCourier .CourierPudicaters 

__ Dragon Magazine ...TSR Inc. 

ThsDuehst . Wizards of He Coast 

Pyramid -Steve Jackson Games 

. Shads . .AJderac Entertaiwt 

The Unspeakable Oath Pagan Pubtefwg 


. White Wolf Magazine.WhteWtf 

_ Write-In_ 


Mfr. 


22. Beet Amateur Adventure Gaming Magazine 

Alarums & Excursions .laeGod 

_Al of the Above ...LeeGrtfar 


_ Berg’s Review of Games.Rchani 

KA’GE (Shadowrun) Jim LortfAWOL Product 

_ Mach (BamtTsch) Jim LortfAWOL Productions 

_Zona of Control.JohnKare: 

_Write-In_ 


Mfr 


Voter Name. 


Address 


City 


Staie'Province - 


Zip/Postal Code_ 
Phone Number L 
Signature _ 


_ Country. 


J- 


Mail yoor Final Ballot to the following address 
postmarked by the deadbne. 

June 20.1995. 


Regardless of postmark. 
BALLOTS RECEIVED AFTER JUNE 25 
CANNOT BE COUNTED 


Faxed Ballots Cannot Accepted 
unless you contact us to make 
special arrangariiants. 


ORIGINS™ Awards 
5575D Arapahoe Rd. 
Boulder, CO 80303 


For More Information Contact: 
Phone 303-786-9727 

























































































































































































This Escalation Pack introduces the Factols, 
leaders of factions (political power groups 
w ithin the city of Sigil) and the newest 
Warlords in the Blood War. Although they can 
operate as standard Warlords, they can also 
assemble legions of mixed alignments that 
belong to their tactions Yes. there are also fort) 

I rgions specifically marked as members of the 
fact ions. What d<x*s all this mean? W ell, now 
you've simply got more options for stacking 
cards in a Battle Hand. As always, you could use 
the Wark>rd: Facto] as a standard W arlord. or 
Legions can stack under it now as memliers of 
us taction to create a six-card Battle Hand. 

As promised, the Escalation Hacks ;ux* Finding 
new w ay s to use mechanics w ithin the game 
with the information in the text boxes. There 
arc tin Fate cards in this sen marked as Portal 
cards, and they are linked to the five wards of 
Sigil: live portals lead from the wards to a 
plane, and the other five lead to a realm. Each 
Fate has a standard power and a Realm power 
that increase a Battle Hand's effectiveness; 
when played, the Fate can affect a Challenge 
fora 2 Victory Point plane Battlefield (or t 
Victory Point realm) w ith its standard power 
unless il has access to its Realm power. Like 
the Warlord: Avatar's Realm pow er, the Fate s 
noted‘realm*—the w ard of Sigil from which 
the portal leads—must lx* conquered and in 
the play er s Victory Pool. 

Also included in this Escalation Pack are 
many of the sites of Sigil, including all the 
Faction headquarters. Fate: Acolyte cards that 
allow Legions from the first set to join the 
faction of their choice, and a w ide variety of 
w ild Fates to add even more chaos to the 
unpredictable game. 

THE FUTURE OF THE BLOOD WAR? 

\\ hafs coming up for the end of 1995 and 
19%? In August, the third Escalation Hack hits 
the shelves, unleashing the gods and their ser¬ 
vants on the w ars! There w ill lx* more Fate 
cards and Warlord: Avatars than ever seen— 
yes. Lolth. Zeus. Primus, and a wide variety of 
other powers have entered the w ar eternal! 
Beyond that, we re looking for your com¬ 
ments. requests.and suggestions for what 
you’d like to se e in future Blood Wars 
Escalation Packs. No, really. Write to me at I SR 
and we ll see that all suggestion* and com¬ 
ments an* investigated for future ideas. It’s 
your game tix). and w e* want to make sure that 
it’s fun for everyone. 

1 ach time I sit dow n to play this game. I dis- 
covera new tw ist I can put on a Warlord s 
power or a new way to use a helpful Fate to 
blast my a!lic*s and enemies alike. It takes a 
certain malevolent mindset to play this game 
to its full backstabbing potential. I didn’t have 
it when 1 started the design...but I'm getting 
better. Just remember You can’t trust a Warlord 
in Intrigue, especially if lie’s smiling... 


FLIGHTS OF FANTASY™ 

Publisher: Dcstini Productions, Inc. (Coventry, 
RI), Designer; Edw ard Beard. Jr. 

Format: 114-plus-card set (90 character cards, 

3 enhancement cards. 12 gold embossed art cards. 9 
puzzle cards and randomly inserted prize and 
autographed cards). 10-card packs. $1.39. 

Release Now on sale. Anarchy, the first expansion (50 
or more cards), is scheduled for this summer. 

Contact: (401) "39-1511. Fax: 001) 7394)012 

GALACTIC EMPIRES™ 

Publisher: Companion Games (Stamford. W); Designers: Carl Henry Schulte 
and Rick Rausch 

Format: 440-card set (15 very common,85 common. 100 uncommon. 100 rare. 
145 very rare. 9 ultra-rare “entities, and one mega rare W ar Veteran card 
obtainable only by w inning a tournament) 55-card decks. S8.95; 12-card btxisters. 
$2.45.The Xew Umpires expansion is sold In a 50-card deck for $6.95 and 12-Card 
boosters for $2. i5. 

Release Basic set and Sew Umpires expansion (210 cards in four rarities) now 
on sale, hmvrs of the Mind the second expansion (also 210 cards in four rarities), 
is scheduled for a summer release. 

Notes: f* wet's of the Mind introduces several new alien races that are not ship- 
based but crew-based, meaning that players have to kill the crew to destroy them. 
Contact: (Wf) 652-9038. E-mail: Companioned aol.com. 

HERESY: KINGDOM COME™ 

Publisher: Last 1 Jnicom Games (New Cumberland. PA); Designers: Christian 
Moore. Owen Seylcr. and Matt Sturm 

Format: 360plus<ard set in three rarities. 60-caixJ starter decks. $9 95; 15-card hxx>st- 
crs. $2.95 Heresy cards are » 1/2’ \ 2 1/2'. an inch taller than standard trading cards. 
Release: August 

Notes; In Heresy, players play angels or demons in a world in phy sical and spiri¬ 
tual ruin, each attempting to acquire spiritual power (called akasha) w hich they 
take to the decayed computer matrix and turn into energy (called tau).They use 
tau to build a gate in the matrix and ascend to heaven. Because the real world and 
the Matrix function under two different Nets of rules, this creates a level of strategy 
not found in many other games, says designer Moore, as play ers have to move 
back and forth between two uniquely different frameworks * 

Contact: (800) 2~ f 5-4323. E mail Monomyth " aol com. 

HIGHLANDER™ 

Publisher:Thunder < astlc Games (Kansas City, MO); Designer Mike Sager 
Format: 165<ard set in three rarities for the first edition. 16-card booster packs 
(each with one of four rules cards). $2 i5 

Release Now on sale.The second edition (with 165 additional new cards) is 
scheduled for August. 

Notes: Designer Sager says."Our idea is to intnxlucc new cards with each 
expansion without removing any of the cards from the previous incarnation .This 
means that every card is still attainable but is now just not as common as it used to be." 
Contact: (816) 363*9363 E-mail: tcgaincs aol.com 

HYBORLAN GATES™ 

Publisher: CARD/ Distribution ((.rand Prairie.TX) Designer: Steve Peek 
Format: 110-card starter sets. $9.95; 15-card booster packs. $2.50. 

Release: June 

Notes; Players use troopers and monsters (along w ith enhancing companion, 
magic, tech, and vehicle cards) to gain control of six different dimensions through 
a scries of battles All cards illustrated by fantasy artists Boris Vallejo and Julie Bell. 
Contact: (817) 530-1180. 

ILLUMINATI: NEW WORLD ORDER™ 

Publisher: Steve Jackson Games (Austin,TX ); Designer: Steve Jackson 
Format: I lOcard starter sets. $9.95; 15-card booster packs. $2.25. 




97 













Release: V nlimited Edition now on sale. A 4SOcard Factory Set ($ 0) shippet m 
April. The tSWO Book (128 pages, full color, $ 16.95) is now on sale. 

Notes:The Unlimited Edition makes minor amendments to the rules, primarily 
to the “reload" cards that give new action tokens. 

Contact: RO. Box I8957.Austin,TX 78660. Internet: World W idcWcb home page 
at http://io.com/sjgames/ or ftp to io.com and look in the INWO director). 


Publisher: MuJtisim (Paris. France); Designers: Stephane Adamiak and I hilippe 
Chart ier 

Format: “D-card decks and “extensions" (booster packs); size and price unavail¬ 
able at press time. 

Release: Published this spring in a small run pre sold to French retail stores 
Notes:This*jeu de canes a collectionner"is based on Multisim’s Nephilim RPG 
published in an English translation by Chaosium hist year.The card game use s the 
French RPG s magic system, which differs from the Chaosium edition. Chaosium is 
negotiating for translation rights to the card game. 

KULT™ 

Publisher: Hcartbreaker Hobbies (Folsom. PA): Designer Bryan Winter 
Format: Approximately 30tKcard s ct hi three rarities. 60-card starter decks. 
$“\95: 15-card booster packs. $2.50. 

Release: July 

Note s: Based on the contemporary horror roleplaying game. Kult explores the 
thin membrane between reality and the horrific. 

Contact: P O. Box 105. Folsom. FA 19033. (610) 541-9052. 


.\IAGIC:THE GATHERING™ 

Publisher: W izards of the* Coast (Renton. WA); Designer: Richard Garfield 

Format: fourth Edition'* and Ice Age™ (both approximately 300-card sets 
with four rarities) are sold in 60-card starter decks tor $7.95 and 15-card booster 
packs for $2.45. Chronicles™ (100-plus-card set) is sold in 12-card 
boosters for $2. 

Release: Fourth Edition is now on sale. Ice Age will 
be* released in June, and Chronicles will follow in July. A 
new Magic: The Gathering expansion is scheduled to be 
released before the end of 1995. 

Notes: Fourth Edition is the latest “rotation” of Magic: 

The (>athcring: some* cards which appeared previously in 
Revised have been rotated out, while some* cards which 
appeared previously in other Magic expansions will lx* rotat 
cel in Designed by the original playtesters for Magic: The 
Gathering, Ice Age is the first Magic stand-alone” expansii 
and may be* played with or without other Magic: The 

Gathering cards. Chronicles is a “sampler" of previous expansions, and includes 
cards from legends™, Arabian Sights™, The Dark™ .and Antiquities™ 

Contact: P O. Box ”tr. Renton. \\ A 98057-0707. (206) 624-0933. 

E-mail, questions« wizards.com. Internet: World Wide Web home page at 
http://www.itis.com/dcckmaster or ftp to itis.com and look in the deckmaster 
directory (See hiectronsAtv Your Friend.” pg. 54, for more information.) 



MOONS OF KHADAR™ 

Publisher: Valkyrie Games, Inc. (Hillsboro, OR); De signers: David Fowler and 
Gregory Bell 

Format: Starter decks and lx*oster packs (size and price unavailable at pass time) 

Release: July 

Notes: On the war-torn planet Khadar. two to four Klan.Masters (players) watte 
war using the resources of their “Mans'to build ships and weapons, pay meaenar- 
tes and power new technology Play emphasizes strategy, feints, and subversion 
over card rarity anti power. There- aa three levels of difficulty and mans rules sari- 
ants. A players guide is planned. 


NUCLEAR WAR™ 

Publisher: Flying Buffalo, Inc. (Scottsdale, AZ); Designer: Rick loomis 
Format: 47-card set of new cards for Buffalo s classic card game. Sudear War. 
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BLOOD WARS 

Publisher TSR. Inc. (lake Geneva, Wl* 
lX-signer: Stephen Schcrnl 

Fomtat: 3<HRanl set (150 common 
cards, UK) uncommon, 50 rare). Starter sets 
of two 50-card decks. $9.95:15cm! 
Escalation Fuck 1: Rebels & Reinforcements. 
$2.50. Each Escalation Pack also iiutidcs one 
chase card from a 34-card series. 

Release: Second primings of fir* edition 
and Esc alation Pack 1 are now on sale. 
Escalation Fuck it: luctols & Factions 
appears in May. in the same format as Pack I. 
A third Escalation series. Fmvrs & Proxies. 
is due in July. All sets are h\ Blood Wan 
designer Stephen Schcnd. 

Contact: (414) 2-18-2902 (Consumer 
Service line) (8(H)) 38+ HSR (Store Locator 
service). TSR maintains a forum on America 
Online (tsrinc« aol.com) and a Roundtable 
on GEnic. ( For more information , see the 
review of Blood Wars in this issue, pg. 102. 


and Designers'Soles bclou\) 


Rage™ 

by Mike Tinney 


KEEPING THE FEEL 
When we first began designing Rage, we 
came up with several design concepts that 
we wanted the game to havc.Wc wanted 
Rage to look and feel like our Werewolf sto¬ 
rytelling game. We wanted a game that was 
fast-paced and easy to learn It had to be 
contained, playable w ith only the cards (no 
dice or counters). We wanted something tlut 
would visually set a new standard for card- 
game quality.We wanted to turn heads and 
make an impact. We started out designing a 
system that was really fast and loosc.Too fa* 
and loose. 


In the early stages of Rage we had character 
cards and action cards. The character cards 
were douMc-sided.Thev featured the charac- | 
tcr's breed form on one side and their 
Werewolf form on the other.The final design 
of the characters hasn't changed much It b 
the action cards and the structure* of play 
which have undergone the hugest transfor¬ 
mation. In the first version of the game, a 
character could take as many attacks anil 
other actions as they wanted to. Hio a 
go and beat up anyone at anytime A ou 
mixed all of your attack cards in with your 
gifts, moots, actions, and fetishes. I here >>' |S 
no sequence of play;you just started swing 
ing.The end result of version 1.1 was that 
the game needed w ay more* structure* 

Version 1.2 w as a little better. We had a 'a K 
turn structure that organized the seq iKnu 














of play a bit. However, anyone who built a 
pure combat deck would absolutely crush 
their opponents. I know; I did it when 1 got 
tired of losing to Steve Wieek. 

We moved into v ersion 2.0 by adding more 
non-combat methods of victory and by 
separating the Combat cards into a separate 
deck. Andrew Greenberg and Bill Bridges 
were really helpful in adding stylish 
alternatives while still retaining the feel of 
Werewolf. However, c haracters still had too 
little cohesion when it came to combat and 
the open attack system.There were far too 
main opfxutunities for arguments and rules 
disputes. It wasn’t until I was doing some 
brainstorming with Mark (Rein*Hagen) that 
wt came up with the Alpha attack cycle. 

’Hie Alpha attack cycle allowed a player to 
select one ol her w erewolves to become the 
pack alpha.The alpha represented her pack 
in all combat challenges, livery alpha was 
allowed one action during the combat 
phase of the game. ()ther characters could 
still make attacks, but only through the use 
of special cards. Now we had a good, con¬ 
crete system that structured game play with¬ 
out confining it.All we had to do at this 
point was make a bunch of special cards 
which broke all of the rules.The end result 
was an open-formatted turn sequence that 
allowed all players to act simultaneously, 
while preventing the game from breaking 
down into anarchy. 


THE CARD DESIGN 

The cards themselves have been designed 

entirely with game playability in mind. 

W hile the cards themselves feature some of 
tin most prominent artists in the industry, 
their design is unlike anything I’ve ever seen 
before. Hie cards are designed around the 
character cards Fetishes and equipment 
cards all have vertical an that is on the right 
side of the card.These cards slide under the 
right half of the character card.The gilts and 
rites slide under the left half of a character 
card, while any damage cards 
play ed on the character go under- j 
ncath that character The end result 
is i complete picture of a character 
with all her goodies. 


as well as its companion games. Xu clear Escalation and Nuclear Proliferation. 
Eight-card boosters, $2: cards arc not differentiated by rarity, nor does Buffalo 
distinguish the various printings. 

Release: Now on sale. 

Contact: Box 146“', Scottsdale.AZ 85252. E-mail: fbinc@aol.com: 

FBI 8 genie.geis.com: 70030,240@compuserve.com. 

ONTHE EDGE™ 

Publisher:Trident Jnc./AtUs Gaines (Northfield. MX): Designer: Jonathan Tweet 
Format: 60-card deck. $“' 05: 10-card booster packs, $1.95. 

Release: The Cut-L ps Project, the first expansion set. shipped in March. A new 
set. Shadow's, by OTE designer Jonathan Tweet, ships in May.'Hie set has 1 l~ cards 
common, 70 uncommon) and is also sold in 10-card booster packs.Another set. 
Arcana, will lx* released in August. A play ers’ handbook ,Surviving on the hd#e. 
appears in June (224 pages, $9.95). 

Notes: Arcana, by Atlas president John Nephew, concerns astral conspiracies, 
psychics, sorcerers, and the Center for Paranormal Control. An Italian translation of 
the original On the Edge game will be available in late spring. 

Contact: (602) 638-0098. E-mail: burford® vvimernet.com. 

ONE-ON-ONE HOCKEY CHALLENGE™ 

Publisher: CARD/ Distribution (Grand Prairie.TX); Designer: Steve Peek 
Format: 20-card packs. $3.99. One-On-One use s hockey puck-shaped cards. 
Release: September. 

Notes: Licensed by the NHL, One-On-One is the first sports trading card game. 
Whether playing in a traditional "pool*or fantasv "format, players can create teams 
w ith actual players and run an entire hockey season. 

Contact: (817) 530-1180. 

SHA DOWFIST™ 

Publisher Daedalus Games (Toronto, ()ntario): Designers: Jose Garcia and Robin law s 
Format: Approximately 300-card set in four rarities. 60-card starter decks. 58.50: 
15-card Shadow packs. $2.50. 

Release: June 15. In September, Daedalus will release a 140-card expansion. 

.' \etberworlds , to lx* sold in 12-card Shadow packs ($2.50). 

Notes: In this “miJc-a-minutc. swords-clashing. butt-kicking, uzi-spraying, boats- 
exploding, robots-flving. monsters screeching" martial arts/dark fantasy game, rival 
secret societies fight for control of the world's gcomantic feng shui sites. Factions 
include the Guiding Hand (Shaolin monks). Architects of the Flesh (mad genetic 
engineers), the Ascended (the evolved frogs w ho secretly rule our world), and 
others. Shadowfist is “the easiest game to come fxtek from an almost certain 
defeat," says publisher Jose Garcia. “The balance of power shifts wildly." Garcia 
says the two-player game is very good, but the game works best w ith four to five 
players. A game lasts “no more than seventy minutes, even in a large group " 
Contact: Daedalus Games, 385 The West Mall Suite 210. Etobicoke. Ontario, 
Canada M9C 1 E“\ (-416) 621-5294. E-mail: jgarcia * io.org 
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SUPPLEMENTS -w- 

Rage currently has two supple¬ 
ments slated for 1995.The first. The 
l tnbra , w ill lx* released in August. 

Vtnhra fully expands the spirit 
world ol the werewolves in Rage It 
will feature* several new enemies, allies, gift: 
characters, etc. It also introduces new way s 
to w in the game. The second supplement 
The W ynn allow s players to turn the tables 
and play the enemies of the werewolves 
Although it’s Mill on the draw ing board. Tin 
Wyrm should lx* full of surprises. We have 


11111111111 HilUill 


SIMClTY*:The Card Game 

Publisher: Mayfair Games (Chicago, !L): Designers: Darwin Bromley, Louis 
Rexing. Peter Bromley, and Tom Wham 
Formal: 517-card limited edition set. 60-card starter decks. $8.50: 15-card 
booster packs, $2.50. 

Release: Late May. Mayfair is planning an unlimited edition for late sum¬ 
mer, to be sold in “stacked" starter sets of 120 new cards. 

Notes: Publicist Faith Price says that the “stacked" starter sets “are a special 
set designed as an introductory deck. They contain a mix of cards that will 
give players enough of each zone and phase* that they will be able to play a 
basic game." 

Contact: E-mail: mayfair@genie.geis.com, mayfair@aol.com. 

SimAnswer a aol.com, or fprice@iateraccess.com. 

/ 

SPELLFIRE: MASTER THE MAGIC™ 

Publisher:TSR. Inc. (Lake Geneva. WI); Designers: Various 
Format:! wo 55-card decks, $8.95: 15-card boosters, $2.50. 

Release: Four booster sets are currently available, each w ith 100 cards in tha*e 














rarities plus 2S chase cards. The latest booster set. Artifacts, appeared in April. Set (>. 
Pavers, arrives in August. 

Notes: Spellfire Reference Guide, by Turn Beach and Bruce Nesmith (3** pages. 
$12.93. due in June), offers the latest rules, strategies, variants, clarifications, and 
tournament rules,and depicts in full color all T 9 cards released in 19) i. 

Contact: (See Mood Wars entry in sidebar.) 


more supplements slated for 19 %, but I can, 
really talk about those yet. Rage very strongly 
illustrates the enthusiasm we have for card 
jtantes. I hope you try Rage, and more imp,*, 
tantly, I hope you like it. 


STAR OF THE GlJARDIANS™ 

Publisher: Mag Force 7 (Williams Bay, WT); IXsigner: Don Perrin 

Format: 60-card starter decks, $8.95: 15-card booster packs, S2.9S. 

Release: 275-card limited Edition now on sale. I nUmited edition and first 
expansion due in October. 

Notes: Mag Force 7 is also working on another trading card game to be 
released in August. Based on the computer game series from Origin. Wing 
Commander is a fighter-tofighter space combat game that uses a modified version 
of the litnc-to-Lane™ system from the Star of the Guardians game. 

Contact: P. O. Box 1106. Williams Bay.Wl 5319M 106. E-mail: 
designers# 1 mag”. com. 

STAR TREK/® CUSTOMIZABLE CARD GAME 

Publisher: Decipher.Inc.(Norfolk.VA); Designers:Tom Braunliph, RollieTesh, 
Dan Burns. Warren Holland, and Ross Campbell 

Format: 363-card unlimited set (121 common. 121 uncommon, 121 rare). 60- 
card starter decks, $9.50:1 5-card expansion packs, $3. 

Release: Now on sale. Alternate l niterse, the first expansion (121 cards in 
three rarities) due in June.The limited edition tin (with all 363 basic cards) comes in 
July. A two-person introductory game (with two "stacked** 60-card decks, one 
Federation, one Klitigon) is due from Parker Brothers in midsummer. 

Notes: Each expansion focuses on some aspect of the Next 
Generation™ universe, with about one-third of the cards dedicated 
specifically to that expansion’s theme. Future expansions in the 
works include Q Continuum, focusing on the character Q, and 
Hotodeck Adventures. 

Decipher has released a free, 12-card, white-bordered “Warp 
Pack* to solve sorting problems.The identical packs include 
seven missions, a non-aligned outpost, and Scotty, among other 
new cards.“Warp Packs'* can be obtained from retailers, or by 
writing to: Free Warp Pack Offer, Decipher, Inc., 253 Granby 
St.. Norfolk,VA 23510-1813 (limit one per person). 

Contact: (804) 623-3600. E-mail: DCustServcfc'aol.com. 

S TAR WARS® CUSTOMIZABLE CARD GAME 

Publisher: Decipher. Inc.. Designers: Tom Braunlich, RollieTesh, Dan Bums. 
Warren Holland, and Ross Campbell 

Format: Approximately 250-card set with three rarity levels. 60-card starter 
decks. $9.50: 15-card expansion packs. $3 

Release: September 

Notes:This licensed game is “a battle between the light forces and the dark 
forces, says designer Campbell.'“Each player attempts to collect the amount of 
Force needed to achieve primacy* and win.” Very different in play from Decipher s 
Star Irek Customizable Card Game. Star Wars “is much moix i of a battling game,* savs 
Campbell. Players collect and combine characters, equipment, and locations (all 
taken front the three Star Wars films) to win victories for either good or evil. 

Contact: (804) 623-3600. E-mail: DCusiScrvt9taol.com. 



***** 


RAGE 

Publisher White Wolf Game Studio 
(Clarkston. GA): Designers: MikeTinney and 
Stephan Wicck, based on the Werewolf The 
Apocalypse roleplaving game by Mark 
Rein •Hagen 

Format: 300-plus-card set in 60-card 
starter decks ($”.95) and 12-card booster 
packs ($1.95). 

Release: May 5 

Notes:Tlie first expansion. The Vmhm . 
arrives in August. A player’s guide , Savage 
Attack, appears in June, as docs Rage- 
based fiction. 

Contact: White Wolf (tame Studio,Attn 
Rage, **80 Park North Boulevard Suite 100, 
Clarkston.GA 30021.(404) 292- 1819.Anon- 
line news group (alt.games. whitewolf.rage) 
answers questions. 

****** 

Wyvern ™ 

by Mike Fitzgerald 

FROM TOl’RNAMENTS AND LEAGUES 
TO THE FIRST EXPANSION 

Wyvern is going full blast now with the 
Limited Edition flying out of stores aero® 
the country. I want to thank all the wonder¬ 
ful people who have organized tournaments 
and leagues for spreading the word on what ! 
a good game Wyvern is. Our tournament 
system is in full gear. If you want information 
or want to organize your own tournament 
call us at (203) 32” T -4274 or e-mail us at 
l SCiames#aol.eom. We are Uxiking forward to 
the Origins National Wyvern Championships 
and the GenCon World Championships. A 
complete se t of Premiere limited Edition 
including the ultra-rares will be First prize 
both events with many other prizes including ; 


SUPER DECK!™ 

Publisher: Card Sharks. Inc. (Bloomington, !L): Designer: Marc Miller 
Format: 160-card set. 6(Vcard Player Decks, $7.95. 160-card expansion sold in 
30-card Slim lX*ck boosters. $3.50. 

Release: Player Decks now on sale. Slim Decks on sale June 22. 

Notes: One in every ten Slim Decks includes one of two Bonus Cards. Bonus 
Cards arc redeemable for four chase cards not otherwise available. 

Contact: 1418 North Clinton Blvd.. Bloomington, IL 61701.(309) S^^-55 h 
F ax: (309) 828-8170. 
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prints of the original artwork for Wyvem b\ 
Peter Pracownik.As of this writing, the high¬ 
est score attained in a sanctioned tournament 
fur one game is 56 points, fliis was done by 
Gavin Costanza in a New York City tourna¬ 
ment. tie u^ed lots of Oriental Princesses. 
Sacrifices, and Terrain to pull it oft. We also 
give prizes at all tournaments for the single 
high' game of the tournament See if you can 
beat that S6 and make the recoal books. 

I ms of clubs are running Wyvem leagues 
where they draft Wyvern cards Start everyone 
w ith a gold amount like 1O0 gold and bid for 
tin cards.or use* “*5 gold and pay the gold cost 
of the card to own it for your de ck. 

The first expansion, Phoenix. is set to lx* 
released in June. Peter Prucownik delivers 
ninety new pieces of art that bring to life 
many of the gods and beasts of mythology. In 
game play there arc two new kinds of 
actions. One is a Hidden Action, which you 
place under one of your face-down cards or 
one of your opponent 's face-dow n c ards 
There arc* also Intercept Actions, which arc 
mythological creatures that come from your 
hand to intercept a dragon before it gets to 
the card it attacked. My favorite card from 
PbfH.ni Lx is the treasure called the* Trojan 
Horse. During your action phases you can put 
Battle Action cards face down under the 
Trojan Horse* In a Battle you can call on the 
Trojan Horse and use all the cards under it for 
free. (Aou c an also bluff and put any junk 
under the Trojan Horse .) Phoenix will be sold 
in eight-card boosters for $ 1.50.There is also 
a rules card in each booster to explain the 
new actions in the expansion. 

Wyvern has piqued a lot of people s interest 
in the dragons of mythology. We are putting 
together a Players Guide which will include a 
detailed look at each dragon in the Kingdom 
of Wyvem. It will also contain many strategy 
tips on how to build w inning decks and how 
to build those tun-to-play theme decks.Tills 
will be out by the end of the year 

WYVERN™ 

Publisher l .5 Games (Stamford, Cl ) 

Designer Mike Fitzgerald 

Format: 239-card limited set (BO common. 
ho uncommon, and 7 9 rare). 60-card starter 
decks. S7.$5; 15~c ard booster packs, $2.50. 

Release: Now on sale: Phoenix the first 
expansion OK) cards with two rarities;, is 
scheduled for summer (See Designers ’ Notes, 
abfji e. for more information.) 

(.<intact (203> 32" t2" t. E-mail: 
usgames aol.com. 


SUPER NOVA™ 

Publisher. Hcartbreaker Hobbies (Folsom, PA): IXsigncr: John Montric 

Format: 165-card set (100 common 35 uncommon, and 30 rare cards). Cards 
sold only in lB-card “master boosters*" ($2.95); each comes with a rulebook. 

Release: July 

Notes: In Super Nova, players compete against one another in a race to build a 
space empire. Using diplomatic, militaristic, and economic means, players try to 
acquire “population potential" points by taking control of planets, which they 
enhance w ith different environment and civilization cards. 

To avoid the rich kid syndrome," Super Nova has two interesting features: the 
game is played w ith one shared deck, preventing abusive deck combinations, and 
the rarities-makc a complete set easy to acquire. 

Contact: P. O. Box 105. Folsom, PA 19033. (610) 544-9052. • 

TEMPEST OF THE GODS™ 

Publisher: Black Dragon Press (I.ogan. I *1*): Designers: Matt Yarro and Colin 
Murcray 

Format Approximately 300-card set. “TTcard starter dec ks. $9.95; 15-card lxx)st- 
er packs, $2.95. 

Release: June. A 90-card expansion is due in early fall, based on the Egy ptian 
mythos ancLdcsigned by Yarro and Murcray. An Aztec myth os set is also planned. 

Notes: Designed for two to six players. Tempest of the Gods takes approximately 
forty-five* minutes or more per game. Players act as avatars of the gcxls and draw 
Strength and Faith from their relics, weapons, spells, miracles, shrines, and temples. 
Victory can be gained by destroying or converting your opponent or building 
enough faith to summon your god to the mortal plane. 

Contact: P O. Box 362, I.ogan. UT 8432! (801) 755-9188. Fax:(801) 753-5^(6. F.- 
mail: bdpress I @aol .com. 


i 


TOWERS IN TIME™ 


Publisher Thunder Castle Games (Kansas City', MO); Designer Mike Sager 
Format: 150-card original-edition se t with three rarities. 54-card starter decks 
(including one promotional card), $6.95: tt-caixl b<x>stcr packs. $1.45. 

Release*. Each edition of Towers in Time is a limited print run set in a different 
place and time.The original edition shipped in March, followed by the first 165- 
card expansion (based on Greek mythology) in April The following 165-card expan- \ 
sions are scheduled, the /xxliac (June).Amazon Warriors (August), Norse* mythology 
(October), and sets about Egyptian my thology, Celtic mythology, and dinosaurs. 
Contact: (816) 363-9363. E-mail: tcgames@ao1.com. 



ULTIMATE COMBAT™ 

Publisher Ultimate Games; Designer: Dave long 

Format: 266-card set with 62 w hite belt cards (common), 60 brown belt cards 
(uncommon). “*2 black belt cards (rare), and 72 gold belt cards (very rare). 60-card 
starter decks. $7.95; 15-caixl txx>stcr packs. $2.95. 

Release: Primary game now on sale.'lhc first e xpansion. Mystical Fighting Arts 
of Asia, with “around 120 cards." is scheduled for September. 

Notes: Created by a two-time NCAA judo c hamp ion (who also served as the* 
coach of the Olympic Judo Team), Ultimate Combat Is a martial-arts combat trading 
card game illustrated w ith computer-enhanced photo stills of actual world and 
Olympic* champions. Using cards to represent different techniques and movements, 
players face off against one another in hand u>4^uk 1 combat. 

Contac t: Fax: (408) "23*0706. E-mail shimban^ultimatc-gamcs.com. 

VAMPIRE:THE ETERNAL STRUGGLE™ 

Publisher Wizards of the Coast (Renton. WA); Designer: Richard Garfield 

Format: "heard starter decks, $8.95; 19-card booster packs, $2.75. 

Release*: Now on sale under previous title. Jyhad™. New. unlimited edition 
released in August. An expansion. Dark Sovereigns , will also appear in August; it 
introduces the Ravnos and Giovanni vampire clans, as well as new princes from the 
major cities of Europe* and members of the Inner Circle. A players ^uidc, Darkness 
( n veiled, appears in hardcover in September. (See \:T!S:A Change For The Fetter, 
for more information.) 

Notes: Each minion card in the new edition will have* its own bonier design. 

Contact: (See Magic: The (lathering entry*.) 
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W ELCOME, A DOLE -CO VE! WELC OmT TO THH WORLDS BEYOND YOUR WORLD, THE GREAT WHEEL OF . 

COSMOS. This \s^a great place! Whejle else can a poor sod mingle with mighty minions of : 

GREAT POWERS, OR SAIL THE ASTRAL jj^EAN, OR VISIT THE FLAMING COURTS OF THE ClTY OF BRASS. 
EVEN BATTLE FIENDS ON THEIR HOME TURF? HEY, WELCOME TO THE LANDS OF THE UVJpCrSX* t>EAI 


So speaks the Voice, the unidentified 
guide to TSR's Planescape™ campaign 
world—or rather, campaign multivcrse— 
for Advanced Dungeons & Dragons®. 
That opening paragraph from A Player^ 
Guide to the Planes sums up a lot of I 
game line’s attractions: a cosmic sense 
of wonder, a distinctive tone, and escha- 
tologicai drama. (That’s the first time I've 
ever used the word “eschatological," and 
probably the last.) 


e campatg 




Ign drastically 
D’s venerable Outcn 
weird dimensions inhabited 
(no* called “fiends” to pacify 
fpluying crusaders), angels - 
id everything in between.! ' 


The Planesj 
overhauls 
Planes, t 
by demoi 
the am 
(“devas 

From youlbas* in Sigil, the central 

“City of Doors” that connects you to all 
other plane*, you venture all over the 
multiverse, doing the bidding of your 
“factions." These groups of like-minded 
ideologues fight for totalitarianism, 
anarchy, nihilism, hedonism, or some 
-other belief. (It sounds philosophically 
ambitious arid ripe for roleplaytng, and 
in at least one of the published jaiven- 
tures, Well of Worlds , factional omflict 
and planar rivalries offer a chancWor 
some creative campaigning.) 


& 



Planescape has earned its sensational 
sales (the best of any AD&.D line, so I 
hear) through state-of-the-art graphics, 
beautiful art by Tony DiTeg fc zi. and lots 
of rough-guy attitude, it muff have taken 
TSR’s management all of ten seconds to 
think oi adapting this hot ptoperty ro the 
trading card game format. Happily, the 
game that rcsulte«l{3$teven Schend’s 
Blood Wars, shows evidence of much 
more than ten seconds’ thought. This 
intriguing and very original game makes a 
worthy entry into rhe growing field. 

RATTLING THf BGN fi~BGX 

Shooting off my mouth 

In Blood Wars, the erernal war between 
two races of fiends—the lawful evil 
baatezu and the chaotic evil tanar’n has 
surged out of the lower planes of the 
multiverse and overflowed into the other 
dimensions. (Planescape players, rest 
easy: the card game's expansion of the 
Blood Wars won’t carry over into the 
roleplaying line.) Devas on heavenly 
planer like Moun*|Ce!estia and Arcadia 

" broiled in the struggle, as do cen- 
nodrons, titans, githzerai, foo 
and legions of monsters from 
ncTTtVal planes like Arcadia, Ysgard, and 


Limbo. You are an unspecified commanJer 
of legions, warlords, and even powers 
(gods), fighting to win the war by seirmc 
plafHtr bartlcfields. J * 

The Blood Wars cards arc attractively 
presented on quality cardstock* a definite 
improvement over TSR’s previous trad in-. 
card game, SPITFIRE: MASTER THE 

Magic™. That said, rhe uniformity of the 
color scheme—you can get a Blood War< 
card in any color you want, as long as you 
want grecn/brown/tan—makes the field c 
play monotonous. A scheme chat differen 
tiated the cards by alignment or plane of 
origin might have been more useful. 
Collectors may also wish that TSR had 
seen fit to credit the artist on each card 
Bur let’s thank the company for reduce: 
the T&A factor from Us egregious 
SPELLFIRE™ levels. By accident or design. 
Blood Wars features fewer babes in ch 
mail bikinis, and abour time, too. 

Like SPELLFIRE, Blood Wars recycles 
much art from TSR’s roleplaying prod¬ 
ucts, but when it’s gorgeous Planescape 
work by Tony DiTerlirzi, who can com 
plain? The gaming field has never seen 
anyone like this tremendously talfntcd 
voung man, whose sketchyjines apd 


PGR A AT: 334 'Card release 
For tuo or more plovers f best 
DflBiON: Stephen 
ILLUSTR ATIGNS: Tony Di 





1LGGD wars 
PUBLItHfR: TSR, Inc. 

m s«fnjan* s; 100-card Sumer Set, $9.95; 15-cartTksccfouon Pack. $2.50. , < 

pUiymgwne 45 mmutes to ,me hour (two (foyers); tu„ hours ,tnd up (mukt-ffoyn) 
WlfrmnMT, Lester Smith oiahic d « $ i a m ■. Ttm Coumbe 

- H'Wnhotktm, Dana Knutson, Newton Ewell. Rob luizzarew. Dmv Sutherland 

*102 


























mixed-media textures convey a somber 
energy, an atmosphere like no other. Five 
other artists con Tribute original arr to 
Blood Wars, and some of their work is 
quite line, but DiTerlizzfs watercolors 
strike ro the heart. There’s something 
about them that’s so grand, so oddly— 
what’s the word?-—eschatological. 


TB i CBANT 

The facts of the case 


You’re clunking,J*Do 1 have to know this 
Planescape stuff to play the garni?” No, 
but it helps. 


Planescape players know that on the 
Outer Planes, alignment count* for every- 
thing. If you can persuade enough, say, 
lawful neurral natives of a town in Ysgard 
to turn to evil, then—poof! the town 
transmigrates to the lawful evil plane of 
B.iator. Alignmcnr also figures promi¬ 
nently in Blood Wars. A card has one 
of nine color-coded alignments 
formed from the combinations of 
lawful, neutral, and chaotic with 
good, neutral, and evil. Legions ^ 
(combat forces) must share at least 
one alignment letter with the warlord 
they stack under; if they all share the 
warlord’s alignment exactly, more can 
stack will) the warlord. The stack forms 
an army, ot Battle Hand. 


A variable “mustering” period lets players 
gather their armies. Play warlords, then 
hide legions and Fate cards beneath them. 
Players use their Battle Hands to wage 
‘‘challenges'’ against other players and seize 
Battlefield cards they play from their 
hands. Each Battlefield has a Victory Point 
value from 2 to 6, and the first player to 
accumulate a certain number of points wins 
the game: 13 for a short Conflict, 19 for a 
Battle, and 25 for the strong hearts who 
can face a whole Campaign. 


Challenges make up most of the game. As in 
Planescape. the strongest entities often find 
it prudent to work behind the scenes. Thus, 
Blood Wars offers the ambitious warlord a 
choice of Combat Challenges and Intrigue 
Challenges. To get the flavor of an Intrigue 
Challenge, listen to the names of the steps: 
"Flexing Political Muscle,” “Dissenting 
Opinions,” “Power Caucus," “The Ballot,” 
"Bloodless Coup,” “Loss of Status,” and 
“Lying Low.” One of your warlords uses its 


Intrigue Strength to try for a Battlefield, 
and everyone else can pitch in a warlord to 
support ot oppose you. Or you can try a 
Combat Challenge that uses your warlord’s 
armies against those of just one opponent. 


An original and interesting turn sequence, 
unrelated to AD&D or Planescape—unre¬ 
lated to anything I’ve seen before—encour¬ 
ages aggressive play. Your warlords “flip" 
(turn over) after engaging in a challenge. 
Flipped warlords can’t do anything, hut at 
the end of your own turn, your guys unflip 
and arc ready for action again. If you are a 
Magic™ player, you can chink of this as 
getting to untap at the end of your turn. 


you can zoom ahead with just one extra 
warlord. Think about it you can oppose 

nil of his challenges and still have one 
warlord ready for action on your own turn, 
whereas it he opposes all of your chal- ty 
lenges, his warlords all end up flipped 
when his turn comes around. He sits on 
his hands, and you conquer the multi verse, j 



Only with four or five players do the many 
virtues ot Blood Wars really shine. Again, 
the unusual sequence of play lends excite¬ 
ment A Combat Challenge, using legions, 
pits you against the first opponent who 
wants to face you, whereas an Intrigue 
Challenge lets each player get into the 
act. This encourages bluffs, hrinksmnn.ship, 
analysis of opposing positions, taunts, mis¬ 
direction. and all the other fun features oj^ 
good multi-player games. Rewards of card ■ 
draws, re mints* smiV Encounter™,* 

increase the already remarkable card flow. 

And aside from such design issues, chal¬ 
lenges gam flavor from Planescape’s 
eschatological clash of law and chaos, 
of angelic good and demonic evil. 


IT 


W'hat's wrong with the game 


Why not attack, right? Onlv because 
your legions get discarded after a Combat 
Challenge, win or lose. These design 
features encourage heavy card flow, 
making the game fluid and full of variety. 


^ Most of the Blood Wars cards play just 
fine. Steven Schendjfca longtime TSR 
editorial staffer, described his design 
approach in Dragon* magazine (issue 
215): “Every card absolutely had to be 
useful from one standpoint or s 
I took great pains to ensure tl 
game is playable immediately « 
box as purchased.” 



Play strongly emphasizes warlords, because 
you need them to make challenges and to 
oppose others’ challenges. The more 
warlords you have out, the more fun you 
have. If you happen to get more warlords 
into play earlier than your opponents, you 
can get ahead and stay ahead. The coun¬ 
terbalance to this—a strong diplomatic 
and political clement?—keeps the leader 
in line so long as all the laggards unite 
against him. 



You can already guess that,- like Jyhad™, 
Blood Wars plays much better as a multi¬ 
player game; its two-player game is func¬ 
tional hut pallid With only one opponent, 
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To this end. Blood Wars includes an 
interesting balancing idea. Each card has 
a “Random Result” (RR) number, the 
equivalent of a die roll, which gives play¬ 
ers a random bonus at certain points 
during the game. During an Intrigue 
Challenge, for example, the RR from your 
“Hidden Ally” (the top card of your deck) 
is added to your Intrigue Strength; after 
you win a Combat Challenge, rhe RR of 
the top card from your deck tells you how 
many cards to draw as a reward for the 
victory. Cards strong in Combat or 
Intrigue Strength have correspondingly 
weak RRs; thus, if you load your deck with 
strong forces, you are more likely to win 
in combat, for example, bur less likely to 
draw many cards as a result. 






















Unfortunately, Schend’s “playable out 
of the box" ideal has suffered. First, there 
are reporrs of sorting problems in the 
initial Blood Wars release, a “clumping" 
of rare cards in certain Starter Sets. Then 
we have the deck construction rules, 
which balance decks by sheer brute force 
using a full page chart full of quotas and 
restrictions. As one player commented, 
“It’s nearly impossible for me to build a 
deck to carry around" for casual play. 

A more important failure involves an 
imbalance in card design, particularly for 
the astoundmgly powerful Avatars (deities 
personified as warlords) and Fate cards 
such as Powers of Good Intervene, which 
says “you win this challenge." When you 
have cards like these, with no correspond¬ 
ing penalty in cost to play them (a draw 
hack also seen in Speli.F 1 RE), w hy bother 
with other cards? 

Few cards show this imbalance, but many 
more make use of terms undefined in the 
rules. Some Battlefields are planes, some 
are realms, some are sites or towns or 
planar pathways. Why? We don’t know. 

All Battlefields have alignments. Why? 
Because they do in Planescape. Planar 
alignments serve purposes in the roleplay¬ 
ing line, but not, at least so far, in Blood 
Wars. No doubt expansion sets will 
employ these mysterious terms. But what 
should the player unacquainted with the 





RPG make of Fate cards like Prime 
Summons? This spell summons a legion ro 
the Prime Material Plane. In Planescape 

m the 



Q1V« A LITTLI OA 

wGo for ill 



the target of the spell vanishes ^ 
Outer Planes, so presumably in Blood 


Wars, the legion vanishes from the 
challenge. But you’d never know that 
from the card. 


Nor from rhe rules. The Blood Wa 
rulebook is attractive and clear as 
goes, but it leaves imp|itant points 



unsettled. Exactly when do you expose 
your Battle Hand during a challenge? Do 
flipped warlords have an Intrigue 
Strength in Intrigue Challenges? How 
exactly does the Martyr power work ? 
Expect to make house rulings, and hope 
for a revised rulebook. 


At least Blood Wars doesn’t require 
knowledge of the annoying Planescape 
slang. To add color ro the setting, the 
original designer, David “Zeb" Cook, 
adapted many terms from the thieves’ 
cant of the 16th to 18th centuries, such as 
garnish (money, a bribe) and hone-box (rhe , 
mouth). In practice berk cutter this idea 
has degenerated kip jink into the same 
dozen words barmy Clueifss used over and 
over sod berk and over dark chant long past 
the point of tedium deujfcooJc leather head 
in every Planescape product. These terms 
are also present in tne card game, but are 



pi 

There are many reasons to like 1 
at least as a multi player game. In 
pretty well with a starter deck, given 
sufficient warlords. The deck construction 
rules, however clunky, ensure that rich 
playersjjpn’t necessarily have much advan 
tagtv Challenges encourage social inters 
turn, and there are no one-turn wins. 


I have nor yet begun to plumb the garm 
strategies of deck design, but the possibili 
ties are clear. Blood Wars is already more 
versatile and dramatic than SpELLFIRE. 
When expansion sets take full advantage 
of the'^xisting cards, rhe options shoulJ 
grow' still more intriguing. Fans of multi¬ 
player games that balance comMi and 
pol itical maneuvering should look into 
Blood Wars. Fans of Planescape Auld 
enjoy it, too, for the card game mAes 
nice cosmetic use of much of the 
roleplaying background. tjk 


The Voice says of the planes, “There’s 
enough crusades, exploits, treasures, and 
mysteries ro keep a band of adventurers 
busy for centuries to come ' Blood Wars 
may not occupy you for centuries (what 
an eschatological idea!), but it easily 
holds your attention long enough to give 
you ytnir money’s worth in fun. 


V 


A HISTIKY If TH« PUNflS 

1978: AD&D designer E. Gary Gygax promulgates the design <**hc entire multiverse in Appendix IV ( The Known 
Planes of Existence”) of the 1st Edition Players Handbook. The appendix'consists of nothing but (James (The Seven Heavens. 
Olympus. The Happy Hunting Grounds) and alignments, along with fragmentary notes on travel among the planes. In the 
accompanying Dungeon Master’s Guide (1979). Gygax advances the idea that «he multiverse works best as a way to use AD&D 
characters in Boot Hill ™ and Gamma World® campaigns. TSR does little to develop the multiverse for some years thereafter. 

1985: TSR publishes the Manual of the Planes 1st Edition supplement by srdTf designer Jeff Grubb. The hardbound hook 
describes the planes in some de.a.l and Introduces the Para-Elemental and Quasi-Elemental Plane*, boundary dimension* hc.wceij 
the Elemental Planes. For instance. Smoke lies between Fire and Air. Between Air and the Negative Mater,..I Plane lies VacutH 
Grubb spends an amating amount of space explaining that there’s nothing there. He also devote- Talmudic efforts to the intrica^ 
cies of dimensional travel. (When you jump through a dimension door from the Prune Material Plane to an Outer Plane, you art 
in fact passing at mcredible speed Through the intervening Astral Plane!) As before. I,ttl« of interest happens with the planes 
thereafter, although TSR publishes a dull Outer Planes Monstrous Compendium Appendix for AD&D 2nd Edition in 1989 

1995: Longtime staff designer David “Zeb” Cook produces a high-profile upgrade of the existing multiverse in '.he 
Planescape boxed campaign set. Names like the Happy Hunting Grounds and the Twin Paradises are replaced with (he Beast lands 
and Bytop,a. and new tales detail planar travel, rhe various environments, and the magical effects of spellcasting on any given 
plane. A wisc-guy tone and a useful campaign base (the city of Sigil) let Planescape. at long last, begin to fulfill the adventuring 
potential of the multiverse. W 

1995: TSR releases Blood Wars, the first trading card ganibased J Planescape. atlTSR’UdL foray into the field 





































Format: 60-card starter deck, $7. 95; 15-card booster pack, $2.50. 
For two players; playing time 15-30 mmwtes. 

Designer: Mike Fitzgerald Artwork: Peter Pracownik 
Illustration designer: Terry Donaldson 


Beware of the crre 


p. 


I’m not talking about the obnoxious neighbor who blasts his stereo at 3 
A.M. or the grungy guy sitting next to you in English class who can’t he 
bothered to take a bath. I’m talking about mle creep a phenomenon, 
not a person—where a simple game turns into a complicated monstrosity 
requiring an avalanche of expansion sets, explanations, and errata. Rule 
creep is nothing new to rolepiayers, who’ve gotten used to hacking their 
way rhrough a jungle of supplements before they can get a campaign 
started. Now' card players are getting a taste, as rulebtx>ks become longer 
and expansion sets continue to multiply. Hitch layer of complexity brings 
another knot of ambiguities and another string of headaches, causing 
frustrated players to wonder if they’d he better off with gm rummy. 


The haste universe comprises 136 different cards, sorted into four 
categories: Dragons, Terrain, Treasures, and Action. The Action category 
contains three subdivisions: Battle, Dragon Slayer, and Reaction. The 
new' limited series, released this past April, expanded the universe to 
239 cards and added a handful of oddities. A typical starter deck includes 
a good mix of all types, heavy on Dragons, Terrain, and Treasures, with 
a smattering of Dragon Slayers and Reactions. In four boosters, 1 got a 
couple of interesting rarities (theCynopnwopi and Amphisbena Dragons), 
but nothing essential. Yihi can get along just fine with two starter decks, 
which provide all the cards you’ll need to play for a long time. 


Wyvern designer Mike Fitzgerald seems fully aware of rule creep, and 
he’s having none of it. Boasting clutter-free mechanics and a nilebook 
you can read in the time it takes to cat a candy bar, Wyvern is as easy to 


Essentially a military game, substituting giant lizards for soldiers, Wyvern 
neatly blends the tactics of Stratego, the terrain features of Magic, and the 
whimsical fantasy of Dungeons & Dragons 1 **. Players begin by 
dividing their decks into two piles; the Dragon Lair Draw Pile consists 



The competition in Wyvern is often complex and 
subtle \ pitting not only strength against strength, 
but also testing how well players am manage their 
resources. The object of Wyvern is not simply to 
clear your opponent’s battlefield, but to do so 
while spending as little gold as possible. To win , 
you need to choose strategies and card combina¬ 
tions which are both economical and effective. 

First, let's look at the typical Wyvern starter 
deck. Starter decks generally have about twenty- 
five Dragon and Terrain cards and thirty-five 
Action and Treasure cards. Using the minimum 


deck requirements (fifteen Dragon and Terrain 
cards arid thirty-five Treasure and Action cards), 
it is fyossible to play the game with one starter 
deck per player. (In fact, a Starter Deck tourna¬ 
ment is a great way to get players who are new 
to Wyvern involved in the game.) Here are some 
ideas fur deck-building strategies and card 
combinations to get you started: 

The Action and Treasure cards in your deck will 

make up your Treasure Horde. These cards will 
give you the clues you need to construct your 
Dragon Ixur—for you to win consistently, the 
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Dragon Lair and the Treasure Horde need to 
complement each other. 

Some players don't see the need for any Terrain 
in their Dragon Lair. Without those few extra 
gold pieces that the Terrain cards generate, 
though, you'll find yourself short of gold in the 
final battles. Getting left with a handful of 
Battle Actions tfutt you can't afford can be very 
frustrating, but even worse is when you're 
unable to pay one of your Dragons to fight! He 
just runs away (discarded) and takes any of 
your remaining gold with him. Of course, the 


Backgrounds by Amy Weber 
based on Wyvern card design 







and Actions are used to boost the abilities of friendly dragons and inhibit 
the abilities of enemies. The first player to eliminate all of his opponents 
Dragon and Terrain cards from the battlefield wins the match. 

The game follows a rigid turn sequence, starting with the Draw Phase, 
in which the first player (determined randomly) adds a card to his hand 
from his Treasure Horde. He then has the option of playing a Treasure 
Card on eirher side of a friendly row. In most cases, a Treasure affects all 
of the Dragons in the row; the Jewels card, for instance, gives friendly 
Dragons a +1 combat bonus when defending. During the Movement 
Phase, players may reposition one or two of their cards currently deployed 
on the battlefield, including their Treasures, Terrain, and Dragons. Nexr 
comes the Action Phase, when players use Action cards to establish 
conditions for the upcoming battle; the Seaweed Action temporarily 
decreases the strength of any Dragon on the battlefield, and the 
Earthquake Action requires both players to get rid of a card from their 
hands. The Dragon Slayer Action Phase gives players a relatively risk¬ 
free shot at their opponents; Sir Lancelot, for example, exterminates any 
face-up Dragon with a strength of 3 or less. 

In the Battle phase, Dragons may conduct two different types of assaults. 
Friendly Dragons may attack enemy Dragons by comparing the strength 
ratings printed on the cards. Strength ratings are modified by Treasures 
as well as Battle Action cards; Media’s Spell reduces the strength of any 
Dragon to 0 for the duration of a battle, and a Fireball boosts a friendly 
Dragons strength by +4. The Dragon with the highest cumulative 
strength wins; the loser heads for the cemetery. Alternately, Dragons 
may attack Terrain, a dangerous maneuver considering that Terrain cards 
begin the game upside down, their secrets concealed. When attacked, a 
Terrain card is flipped to reveal its description. If the description applies 
to the IVagon, the player must follow the instructions; for example, the 
Vines Terrain card prevents a flying Dragon from using Action cards for 
the rest of the game. If the description doesn't apply to 
the IVagon—Vines have no effect on an earthhound 
IVagon—the Terrain is removed. To give players a fight¬ 
ing chance against hidden Terrain, a typical starter deck 
includes one or more Scout Dragons. Scouts have a 
Strength of 0, making them as effective as rubber duck¬ 
ies w’hen fighting other Dragons, hut they automatically 
extinguish every Terrain card they encounter. 


Wyvem requires not only tactical expertise—should I risk my Gryphon t 
expose that last Terrain card, or use it to attack the enemy Shapeshiftcr : 
hut careful resource management. Players begin with a hank account of 25 
gold pieces, represented by buttons, poker chips, or glass stones. Gold mix 
lie expended to activate Dragons (effectively “buying” their services), 
utilize Treasures, and take advantage of certain Actions. Accounts ate 
replenished when a gold-producing Terrain card applies to an enemy 
Dragon; otherwise, you have to monitor the budget. As in real life, then 
never quite enough money to buy everything you’d like. A player who 
squanders his gold early in rhe game is probably dtxsmed; a IVagon with 
our financial support is as useful as a galley with no oars. The game’s iw 
gold also ensures balance by lessening the impact of rare cards; just 
because an opponent has managed to load his deck w ith hanl-to-get 
Doomsdays doesn’t mean he’ll have enough gold pieces to activate them 

The artwork, combining muted colors with striking illustrations, evokes 
an atmosphere both eerie and provocative. The Flood card shows webs 
lightning crackling over a village so detailed you can count the wind- « 
in the buildings. Crystalline bubbles caress a fingernail moon on the 
Cauldron card. The Swamp card, a misty plain framed by claw-like 
branches, looks as inviting as an open grave. As for the Dragons, they’d 
be right at home in a btxsk of medieval fairy rales. Employing a style that 
deftly mixes realism and abstraction, artist Peter Pracownik has produced 
images that aren’t quite portraits and aren’t quite cartoons. The majestic 
Colchis Dragon clings to a black tree limb, defiantly guarding rhe corp* 
of a golden ram. The Guivre LVagon, a tangle of shimmering coils, hm. 
in the night sky like a cosmic Christmas ornament. I’m inclined to imo' 
in a few more hoosters just to drtxsl over the pictures. 

Card text is kept to a minimum, rarely more than a couple of lines. 
Though the IVagons are imported from some of history's most enduring 
myths, you wouldn’t know it from rhe skimpy descriptions. Gam is "a 

Persian IVagon that guards treasure.” That’s it. Echidm 
“dwells in the secret parts of the earth underground"— 
wherever that is. We learn nothing ahxit Guivre and 
Amphiptere except their names. Because the sparse text 
fails to engage the imagination, Wyvem keeps us at 
arms length. Instead of being immersed in a world of 
exotic creatures with unique histories, we never lose 
sight of the fact that we’re just shuffling cards. If 


downside to Terrain is that one of your oppo¬ 
nents Scouts might eliminate it. In doing so, 
though, the Scout must reveal itself, and once a 
Scout is regaled, it’s usually easy prey to a 
counterattack or an inexpensive Dragcm Slayer. 
The chance to permanently weaken and Itmit 
your opponent's Dragons with Terrain effects 
makes Terrain worth playing. 

Once you figure out which Terrain cards to 
include , you need to fill out your Dragon Lair 
with Dragons. The strengths and abilities of 
Dragons vary , and the way in which you use 
each Dragon will often decide the game. 

Scouts are weak , but necessary ; without them, 
opjxments gain gold back almost as fast as they 
can spend it (as your non-Scouts unan'er enemy 


Terrain cards). As a result, you'll be left with 
a bunch of weakened Dragons, and not enough 
gold to compete in the end of the game. Many 
players like to use a flying Scout (such as 
Amphiptere) from the back row, since it is less 
vulnerable to a counterattack there. 

Hold back your largest Dragons arui wait to 
attack until you have a good chance of winning 
against an opposing /Vagon that is face up. In 
fact, don’t pay a large Dragon to enter the game 
unless you are either forced to {by an attack from 
an opposing IVagon) or you need him to fight a 
battle you are fairly certain you can win. 


Large Dragons are expensive , so be cautious 
about sending one into battle. One good bailie 
combination is to use a big Dragcm to back up a 
small cme. Attack with the small Dragon arul use 
the Battle Actum card Help to bring the big 
Dragon in as a reinfmeement. Be careful ui in 
this tactic, though...every Dragcm that fights on 
the losing side of a battle is killed. One mispLo • 
Battle Chaos card (which allows both players tc 
bring in as many Dra&ms as they want to a bin- 
could cost you several Dragons and the game 

At first glance , the smaller non-Seoul Dragons 
might seem to he of limited use. Don t guv U P 
these inexpensive, smaller Dragons, though, they 
can be combined quite effectively with Battle 
Acticm cards that carry strength modifiers, and 
they can often defeat opposing Scouts on their own 
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Wyvem makes it to a second edition, I hope Fitzgerald adds more hack- 
^riHind. Aren t you curious why Moghur can kill with a gaze or how 
Mokeleinbembe got to be a vegetarian? Wyvem’s lack of personality is its 
most disappointing feature. 


Tarasque calls home, but it doesn’t apply in the Wyvem universe. There 
aren’t any holy water cards—the Tarasque shares the same vulnerabilities 
as the other Strength 3 Dragons. 


The rulebook is crisply written and well-organized. Examples of play 
clarify most of the muddier concepts, and a set-up diagram shows exactly 
h< w the cards should be deployed. I wish, however, Fitzgerald would’ve 
ditched the tournament rules and the instructions for redeeming the 
Gold Ultra-Rare Card No. 1 36 (which U.S. Games Systems wall buy 
kick for $25). The space could’ve been better used for a quest ion-and- 
answer section or a set of advanced niles. I mean, it’s not like I’m ever 
gs ang to get my hands on No. 1 36 anyw ay. 

I\-pite its brevity, the rulebook bursts with inventive ideas. To simulate 
the advantages of flight, airhome dragons can zap opponents two row s 
U is. A player who declines to fight must replace a card from his battle¬ 
field, thus suffering a penalty for cowardice. Combat favors the attacker, 
when the strengths of opposing Dragons are equal, ir s the defender who 
bites the dust. The Battle Action cards feature an impressive array of 
dramatic effects; the Possession spell enables a Dragon to absorb the 
strength of a companion, and Sacrifice requires the winner of a battle to 
pay 2 gold pieces to the loser. Experienced players may experiment w ith 
m endless number of variants—additional rows, larger decks, skimpier 
kink accounts—without significantly increasing the complexity. 


More troubling, there’s little correlation between the game system and 
the reality it attempts to simulate. Here’s a literal transcription of one of 
my turns: “1 paid 1 gold piece to the Dragon Moghur to attack a Kioh 
Lung. To enhance my chance of success, I also paid a gold piece to buy 
some seaweed to decrease the strength of the opponent. Unfortunately, 
Moghur’s efforts were impeded by a volcanic eruption that spewed forth 
a golden apple and a maiden in distress. My situation improved, however, 
when an enemy Azhi Dahaka assaulted a section of my battlefield with 
fire, poison, and hypnotic gas. To the Azhi Dahaka’s surprise, the terrain 
turned out to he a coral reef, adjacent to a desert. The reef weakened the 
dragon, then barfed up 2 gold pieces.” Clearly* Wyvem has about as 
much narrative integrity as a game of Go Fish. 

But Wyvem isn’t ah nit strong stories or realistic characters. It’s about 
action, frenetic and unrelenting. Players will find themselves caught up 
in a w hirlw ind of activity, deploying cards* raiding the treasury, and 
conducting attacks. Thanks to a barrage of variables, the game is in a 
constant state of flux. The battlefield changes w ith every turn. An 
Action card may be a blessing or a bomb. A surprise attack that takes 
out your prize Dragon may also disintegrate your favorite Treasures. 


Gmunon sense, however, takes a pretty gixxl beating, which is probably 
inevitable in a game this simple. Paying Dragons to fight seems kind of 
goofy, hut not as g<x>fy as paying for Fireballs. It seems reasonable to find 
;<T1 in a Desert. But on a Cliff? Or in a bunch of Vines? If Scouts have 0 
srrength, how are they able to eliminate large chunks of real estate so 
I'fticiently? Apparently, Dragon Slayers can teleport; if Sir Lancelot wants 


Best of all, Wyvem remains suspenseful until the very end, giving rise to 
unexpected tw ists that can devastate even the best-laid plans. Case in 
point: I had my wife down to a single Dragon (a Celestial with a strength 
of 5) and one unrevealed Terrain (which turned out to he a River, not 
that it mattered). 1 had one active Pakawjak and one hidden Terrain, a 
Forest Fire. It was her rum. I figured she’d go after my Dragon, since it’d 
be crazy for her to risk attacking a card she couldn’t see. To my shock. 


to attack a Tarasque, he gets to jump right on top of 
it. And because Swords make Dragons more danger- 
> 'Us, 1 guess that means Dragons can w ield weapons— 
what do they do, hold them in their teeth? The card 
text is occasionally confusing, evidenced hy the line 
on the Tarasque card that reads, “[It] can only be 
killed hy Holy Water.” Maybe that’s true wherever the 

l : g^pjP 

she went for my Terrain, exposing the Forest Fire, which 
killed her Celestial, then turned around and took out 
my Pakawjak. My Dragon Lair Pile was depleted, so I 
couldn’t attack. I was screwed. She laughed for 
twenty minutes. The creep. 




1) one gets caught in a battle with a large 

Dragon, Battle Actions that modify strength 
can be applied as needed. 

itNlkUM IM 

h_ M 

The AvalanchefTlunami combination becomes 
even more useful if you know what cards you are 
about to draw. To do this , play a Crystal Ball 


Smcr the composition of your Dragon Lair 
will be influenced hy what you have in your 
Treasure Horde, you need to make the most 
of possible card combinations. Here are a few 
useful combinations: 

Some Dragons, such as A jatar and Saga, are 
much stronger when attacking while face doum 
If you can turn them face dou n again after 
attacking (using a Treasure card like Cauldnm, 
or an Actum card like Avalanche), these 
Dragons can seem almost invincible. 


So matter what cards you have in your deck, 
it aluwys helps to be able to get more of them min 
your hand. A good uay to get more than one card 
per mm mro your hand is to play Avabmcht followed 
by Tsunami (also an Actum card). Suppose you have 
three Dragons face up; Aialaru he turns all face-up 
Dragons face down. Follow this with a Tsunami, 
which allows you to draw one card from your 
Treasure Horde for each Dragcm you turn face up. 
Turn uf) the three Dragons just turned face down by 
the Atalanche and draw three cards from your 
Treasure Horde. 


Action on your own Treasure Horde draw pile. 
This allows you to look at the next five cards and 
place them back on top of the draw pile in any 
<nder you want. 

These are just a few of the combinations possible 
with Wyvem. Part of the enjoyment of Wyvem 
is discovering some nice combination that your 
opponent hasn't thought of yet. When you know> 
what sort of combinations to look for, you should 
he able to put up a good fight with just one 
starter deck. (And how many collectable card 
games can you say that about?) 
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PUZZLING 


by Mark Rosewater 
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‘Eeny Meeny 
Miney Moe 




Your opponent is Nick, lie's under the false 
assumption that he's going to win this duel. Of 
course, with Circles of Protection for two of your 
three colors, four bloc kers, and a Conversion in 
play, he has plenty of reason to lx* cocky. Hut then, 
you draw an Instill Knergy and the solution comes 
to you. You're going to take Nick down this turn 
and you plan to enjoy the look on his face when 
you do it 

It is the beginning of your upkeep phase. Defeat 
Nick this turn without dying. 



Taegri cfcinirc gain* 

♦ *♦3 l*»nn*lbr upkeep 
phase of each of lr» coo- 
traOrr » mm pal x -IAI 
coontrr on the creature 
TV*c counters remain 
e*ra If this rachaai meat 
» mwiyf before ibr 
cirxianr din 



You mar u«Up target 


lime (torin* your turn. 
Targrl ceramic nun abo 
attack the mm It comm 
into piav 


Instill Energy 


* Dmtag your upkeep, 
add a permanent fl'4-1 
cannier to any ctnturr 
t m h time H*wlk» 
ability yon mart sacrifice 
our of your artifacts In 



Make one of your own 
creature* a flying creature 
until end of tom. Targrt 


toegharss less than Stone 
Liam * power at ike time 
k ftuns ftyinx aWity b 
killed at end of turn 


Stone (.taut 



If can on a dying creatutr. 

kflytog 


to unert irratwe tint 
damage ocean only once, 
at tke time Earthbind h 
cart. K another »pril ot 
cfleci later gbes targrt 
creamer Hying ability, 
larfhbwd dno art aflrct 
(ho larthbiad has no 

Farthbind 





Targrt errararr b 
rrmroed from game 


trofier gun* life points 


Swords 
to Plowshares 



>ou mnrt skip ihr discard 
phase of your turn If a card 
farces you to dweard. yam 


of your Ubrary rather than to 
graveyard If dhcard b ran¬ 
dom, yon may look at card 
hrfare deriding where to dis¬ 
card* 


library of Lcng 


— 




. 




Nick (Black/Blue/White) 12 life remaining 




Circle of 
Protection: Red 


Circle of 

Protection: Green 



Phantasmal Forces 41 





Swamp 


Plains 


Plains 


You (White/Green/Red) 5 life remaining 



Plains (2) 


Plains (2) 





Basalt Monolith 


Sol Ring 


Rod of Ruin 


Your Hand 




Earthbind Swords to 
Plowshares 
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by Mark Rosewater 
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“High on Life 


V 


Your opponent is Thierry. He’s playing a 
Millstone deck. So even though you've managed to 
acquire a great deal of life, all that won't matter a 
turn from now after Thierry has burned your last 
few cards. But never one to give up a fight, you’ve 
decided to play this duel to the very end. 

It is now the lx*ginning of your turn (before 
your untap phase). Defeat Thierry before he can 
draw another card. Oh. and try not to die. 


O You must decide whether or not to untap these cards during 
your untap phase. 





( jwtrr nn chaagr lancet 
creature % rotor to aut 
otter color Tim abUrty » 
played a* mi tntrrrupt 
lifltti of nor change per 
rum (mi fo tap auio- 


Drcant (Uni 



tain. or a 
ability of uopri cmtair 
rrouuTH retifrK 


l.atn control at targci 
ctraturr Rubiau doe* am 
up or Koup thto tteaUir 
If Rnbinit become* 
aaupprd yam l ok coanri 
of th» creature; ton nut 
chooie ant to vnup 


*e* 

m 
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Sylvan Library 
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| ><m nut drm fan rUra 
I ard* during your draw 
] pluv. (Sr n either put two 
I t«f the cant* drawn thi* 
mm hack on top of your 
libran (Hi an order}. or 
kmr 4 Inr* per card not 
I replaced lUrth that prr- 
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Thierry (Black/Bhie/White) 49 life remai 




Presence of Spintunl Ssnctusn 

the Master 


Mirror Universe 



Forcefield 



Dark Sphere 



Island Sanctuary 


You (Bhie/White/Green) 93 life remaining 



Stone Calendar (2) 






Sylvan Library 



Time Elemental 0 2 


Your Hand 



The Graveyard 




















































































































































































"The Bigger Then Bre, 

The harder The? Fall" 

(The first M ana Maze Solitaire puzzle, 
published m Duelist *4, pp. 114-115) 

Boy, you take your eyes off your evil ru in 
for just a second and he invents a new type of 
puzzle. Let’s see if we can make sense of it. 

The object of this puzzle is to desm>y the 
Leviathan, that 10/10 menace in the top row’. So 
where do we start? Unlike the traditional Magic™ 
puzzles, Mana Maze Solitaire puzzles arc a little 
easier to jump into, because there are a smaller 
number of first moves. First, we check out what 
mana we have available. Only Birds of Paradise 
(for one mana of any color) is in play, but a sig¬ 
nificant amount of mana is available in the sec- 
ttnd row (City of Brass, Mountain, Sisters of the 
Flame, Island, Badlands, and Princess Lucrezia). 

Next, we see what we can quickly clear out 
of the puzzle to get to the mana. We could use 
the Birds to either Red Elemental Blast or 
Unsummon something, but the Prodigal 
Sorcerer lets us eliminate tw'o cards at once 
(itself and the Mcrfolk) without using mana. So: 

1) Tap the Prodigal Sorcerer to 

DESTROY THE MERFOLK. This uncovers the 
Sisters of the Flame, which we can turn into a 
red mana. The only red spell in the first two 
row’s is a Red Elemental Blast, so we might as 
well try to use it. The Air Elemental seems the 
obvious recipient, because w r e will u’ant to use 
the Unsummon, and the Lifetap can he taken 
care of by the Tranquility we just exposed. 

2) Tap Sisters of the Flame to add 

ONE RED MANA TO YOUR MANA POOL. USE 
THE RED MANA TO CAST RED ELEMENTAL 

Blast and destroy the Air Elemental. 
Once we expose the Badlands, we need to tap it 


for a red mana. We do this now for three reasons. 
First, we need it tor the Lightning Bolt in the 
third row ? . Second, if we wait until Conversion 
is in play, we won’t be able to get the red out of 
it we need. And third, if we wait too long, w’e’li 
suffer damage from the Dingus Egg. 

y) Tap Badlands to add one red mana 
to THE POOL. We know we want to use the 
Tranquility. Unfortunately, the only green mana 
available is the City of Brass, and tapping it will 
deal us 1 damage. As we start w ith only l life, 
this means we will have to gain more life before 
we can use the City. To do that we need to cast 
Healing Salve. 

4) Tap Birds of Paradise to add one blue 

MANA TO THE MANA POOL. USE THE BLUE 
MANA CAST UNSUMMON TO RETURN FROST 

Giant to your hand. 

5) Tap the Mountain to add one white 

MANA TO YOUR POOL (DUE TO CONVERSION). 

Use the white mana to cast Healing 
Salve. Life total is now 4. Thanks ro the 
exposed Stone Calendar, we only need tap one 
other land (Island) to cast Tranquility. 

D) Tap City of Brass and the Island to 

ADD ONE GREEN MANA AND ONE BLUE MANA 
TO YOUR MANA POOL. TAPPING ClTY OF 

Brass inflicts 1 point of damage. Life 
TOTAL IS NOW 3. USE THF. GREEN AND BLUE 
MANA TO CAST TRANQUILITY, DESTROYING 

Conversion and Lifetap. Now we rap the 
Princess. The next move is pretty obvious 
because we only have two mana, two spells we 
can cast, and one appropriate target. The only 
important thing to remember is that we have to 
tap Princess Lucrezia before we Lightning Bolt 
the Bronze Horse, as the damage is reduced to 
zero if she’s still in play. 


7) Tap Princess Lucrezia to addons 
MANA TO THE POOL. USE THE RED MAN A ’ 
STEP 3 TO CAST LIGHTNING BOLT AT THE 

Bronze Horse. Use the blue mana c 
Psychic: Purge on the Horse, dhstr. v. 
After w'e finish off the Horse, we free up on’. 
source of mana, the Llanowar Elves. Tapping 
we then Crumble the artifact in play of txir 
choice. The Dingus Egg gets elected simply 
because we still need the Stone Calendar, M 
Matrix, and Celestial Prism. (And we even • 
life for our trouble.) 

$) Tap Llanowar Elves to apl 

MANA TO THE POOL. USE THE GREEN MAN A 

cast Crumble on the Dingus Egg, 

DESTROYING IT. GAIN 4 LIFE. LIFE TOTAL ;> 
NOW 7. Using the same reasoning, we then u* 
the Mox and Twiddle to rid us of the Su-Chi 

()) Tap the Mox Sapphire to add one 

MANA TO THE POOL. USE THE BLUE MANA T 

cast Twiddle on Su-Chi, tapping (and 
destroying) it. Su-Chi adds four c 

LESS MANA TO THE FOOL WHEN IT GOES T. 
YOUR GRAVEYARD. We then sacrifice the C•.*! 
Golem to turn three colorless mana to red, w 
we use right away to Fissure the Grizzly Bear 
Shatter the Stone Calendar (at a reduced v.i • - 
cost—the reason we kept the Calend.tr anJ 
Matrix around). 

10) Use three c olorless mana ani 
SACRIFICE THE COAL GOLEM TO ADD THRU 
RED MANA TO THE POOL. USE TWO RED M - 

to cast Fissure on the Grizzly Bear. 

DESTROYING IT. USE THE REMAINING REE 
MANA TO OAST SHATTER ON THF. STONE 

Calendar, destroying it. One coi.uki.d- 

MANA REMAINS IN THE MANA POOL. Now we 
must get at some mana sources, and also mov e 















the row toward our tarter, the Leviathan. We set 
i:r sights on Xcnic Poltergeist, Mana Matrix, 
and Paralyze. 

11) Tap Sol Ring to add two colorless 

. 

MAN A TO ACTIVATE AND TAP CELESTIAL PRISM 

to add one black mana to the pool. Tap 
Xcnic Poltergeist to animate Mana 
Matrix. Use the black mana to cast 
Paralyze on animated Mana Matrix, tap- 
PIKu i \Nl> DESTROYING) IT. Now we want to 
•_vt the Mana Rare into play, but getting the Craw 
Giant and Serra Angel out of the way will cost a 
: • t mana and (because wo do it using Ashes to 
Ashes) a lot of life. 

12) Sacrifice Gaea’s Touch to add two 

OKU UN MANA TO THE POOL. USE ONE GREEN 
MANA AND TAP FlRE SPRITES TO ADD ONE RED 
MANA TO THE POOL. THE POOL NOW HAS 
ONE C.REEN, ONE RED, AND ONE COLORLESS 
MANA IN IT. 

n ) Tap Elves of Deep Shadow to add one 

r \ K MANA TO THE POOL. TAKE I DAMAGE 
FOR TAPPING THE ELVES. LIEF TOTAL IS NOW 6. 
U'l THE BLACK MANA TO CAST DARK RlTUAL 
. Tv' THE V 

U<F TUO BLACK AND ONE COLORLESS MANA 

to cast Ashes to Ashes and destroy the 
Craw Giant and Serra Angel (bringing 
Mana Flare into play). Suffer 5 damage 
FOR CASTING ASHES TO ASHES. LIFE TOTAL IS 

now l. One black, one green, and one red 
mana REMAIN in THE POOL. We get more mana 
h • ipptng the Desert, Plains, and Taiga, which 
wc use ro rid ourselves of Raging River and Al- 
abara’s Carpet. The fir>t is done to get the 
Leviathan into play (so that we can destroy ir), 
the seo nd to get us much-needed life. 

H) Tap Taiga, Plains, and Desert to add 

TV GREEN, TWO WHITE, AND TWO COLOR- 
ESS MANA TO THE POOL (INCREASED BECAUSE 

of Mana Flare). Use three green, two 

COLORLESS, AND ONE RED MANA TO CAST 
Desert Twister and destroy Raging 
River. Use two white mana to cast 
Divine Offering on Al-Abara’s Carpet, 

DESTROYING IT. GAIN 5 LIFE TO RAISE LIFE 
total to 6. One black mana remains in 
TFT F OL. Given that the spells we have to take 
down the Leviathan, Psionic Blast and Banshee, 


will damage us in the process, we will need 
even more life. 

15) Sacrifice Bayou to Dark Heart of the 
Wood. Gain 3 life, raising total to 9. No 
one card that wc have can do 10 damage by 
itself, so we have to defeat the Leviathan in 
stages. First, we get the mana available from 
Tundra, Apprentice Wizard, Mana Vault, and 
Black Lotus. (We don’t tap the Volcanic Island 
because we don’t need the mana and don’t want 
the mana bum at the end of the game). 

16) Tap Tundra to add two blue mana 
to the pool. Use one blue mana and tap 
Apprentice Wizard to add three colorless 
mana to the pool. Use one blue and two 

COLORLESS MANA TO CAST PSIONIC BLAST 

on Leviathan, doing 4 damage. Suffer 2 

DAMAGE FROM PSIONIC BLAST. LIFE TOTAL IS 
NOW 7. One black and one colorless mana 

REMAIN IN THE POOL. 

17) Tap Black Lotus and Mana Vault 

TO ADD THREE BLUE MANA AND THREE 
COLORLESS MANA TO THE POOL. USE ALL 
EIGHT MANA IN THE POOL (ONE BLACK, THREE 
BLUE, FOUR COLORLESS) AND TAP BANSHEE TO 
DO 4 DAMAGE TO LEVIATHAN. SUFFER 4 
DAMAGE FROM BANSHEE AS WELL. LlFE TOTAL 
IS NOW 3. Although we could do more than 4 
damage with the Banshee, four is all we need. 
Now, the coup de grace. 

IS) Tapi 

DAMAGE TO LEVIATHAN. THIS BRINGS 
THE DAMAGE ON THE LEVIATHAN TO 10, 
DESTROYING IT. 

l(j) Clear mana i m . No mana is in the 

POOL AND SO THERE IS NO MANA BURN. WlN 
WITH A FINAL LIFE TOTAL OF 3. 

“Pim a Card" 

(Puzzk published in Duelist #4. pp. 116-117) 

Our goal for this puzzle was to rid Henry* 
of ail his cards, stay alive, and activate our 
Feldon’s Cane, which is the last card in our 
library. The first thing we do, then, is check what 
cards we have to force Henry to discard and what 
cards we have to allow us to draw (to get our 
Feldon's Cane). 


In the first category, wc have two Mind stab 
ThnilLs, a Hypnotic Specter, a Disrupting 
Scepter, and a Hymn to Tourach (in our library). 
Those cards let us rid Henry* of ten cards, 
probably more than we need. In the second 
category we have only one card. Martyrs Cry. 

This means that wc must have exactly three 
white creatures in play when we cast it, so that 
we can get our Cane without dying for lack of a 
fourth card. Unfortunately, we only have two 
white creatures in play and none in our hand. 

But lbefore we can even worry about the 
missing white creature, we have a more immedi¬ 
ate problem. Henry has two untapped islands 
and a Counterspell. This means he’ll stop one of 
our spells, and we don’t have any to spare. We 
need to prevent him from using Counterspell. 

We have two options. We can use the 
Cyclopean Tomb to turn one of Henry’s islands 
into a swamp during upkeep, or turn our 
Phantasmal Terraincd Scrubland into a swamp 
and uso Sinkhole on one of Henry’s islands dur¬ 
ing the main phase. The problem with the sec¬ 
ond option is that it uses up all our black mana. 

We can get more if we cast Initiates of the Ebon 
1 land, hut it wc do that before Sinkhole, Henry- 
can Counterspcll it. So we take our first option. 

1) During upkeep. Sacrifice Ruins of 

TROKAIR TO ADD TWO WHITE MANA TO THE 
MANA POOL. Having a significant amount of 
white mana and only two white spells, wc 
sacrifice the Ruins of Trokair for the two white 
mana (used as colorless) ro pay for the Tomb. 

The reason we sacrifice the Ruins instead of 
using the Phantasmal Terraincd land is that wc 
need to save our “island" in case Henry Force 
Spikes a spell with his Vodalian Mage. 

2 ) During upkeep, use two mana to acti¬ 
vate the Cyclopean Tomb and turn one 
of Henry’s untapped islands into a swamp. 

Once our main phase starts, we need to get 
Initiates into play, because we need black mana. 

3 ) Tap Scrubland to add one black mana 
to your mana pool. 

f) Use one black mana to summon 
Initiates of the Ebon Hand. (If Henry 
taps his Vodalian Mage at any point to 
Force Spike the spell, tap the Phantasmal.* 
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Terrained Scrubland for the extra one 
COLORLESS MANA.) Now wc'rc back to our 
earlier problems: forcing Henry to discard and 
getting to draw. Because most of our discarding 
effects are creatures, we first must summon 
the creatures. 

5) Tap the Icatian Store, Plains, and 
City of Shadows to add three white and 

FOUR COLORLESS MANA TO THE POOL. 

6) Use the Initiates of the Ebon Hand to 

TURN THE FOUR COLORLESS MANA INTO FOUR 
BLACK MANA. 

7) Use two black mana to summon the 
Basal Thrull. Having now summoned all the 
Thnills, we must clear the way for their attack. 

A quick inventory shows us that we only have a 
few ways to rid Henry of his creatures (Hand of 
Justice, Icatian Javclineers, and Martyr’s Cry). 

To use the Hand of Justice and Martyr’s Cry, we 
need to turn creatures white. Luckily, we have 
Heaven's Gate to accomplish this 

Because we plan on using the Javclineers’ 
ability, we have to leave it alone and find three 
other white creatures for the Hand of Justice to 
tap. We can use the Basal Thrull and Initiates 
for this purptisc, leaving one of our card deniers 
to round out the trio. We choose the Specter 
because it causes the least card loss. 

Also, we need to figure i>ut what creatures 
of our opponents to turn white so that we can 
take them out with Martyrs Cry. Without the 
Specter, we can rid Henry of nine cards, so using 
a hit of math, we realize that we can take out 
three creatures with Martyrs Cry. 

S) Use one white mana to cast Heaven’s 
Gate. Turn the following creatures 
white: Basal Thrull, Initiates of the 
Ebon Hand, Hypnotic Specter, Vodalian 
War Machine, the untapped Vodalian 
Soldiers, and either the Merr.uk of the 
Pearl Trident or the Vodalian Mage. 

We then work backward to figure out what two 
cards the Javclineers and Hand of Justice need 
to take out. Because none of the Merfolk have a 
toughness of 1 as long as Lord of Atlantis is in 
play, that becomes the obvious target of the 
Hand of Justice. 

Q) Tap the Initiates of the Ebon Hand, 
Basal Thrull, Hypnotic Specter, and 


thf. Hand of Justice to destroy the Lord 
Atlantis. Once the Lord is gone, we can 
then use the Javclineers to take out either the 
Vodalian Mage or the Merfolk of the Pearl 
Trident. That leaves the Vodalian War Machine 
the untapped Vodalian Soldiers, and the crea¬ 
ture that escaped the Javclineers as candidates 
for whitewashing with Heavens Gate. 

10) Tap thf Icatian Javelineers to do 1 
damage to either the Merfolk of the 
Pearl Trident or the Vodalian Mage 
(whichever onf you didn’t turn white), 
KILLING it. Before we can cast Martyrs Cry. we 
need to get rid of a few of our white creatures 
(remember, we want exactly three). 

11) Sacrifice the Basal Thrull and 
Hypnotic Specter to Ashnod's Altar to 
add four colorless mana to the pool. 
Then we can cast Martyr's Cry, ridding both 
players of three creatures and gaining each of us 
three cards. 

12) Use the remaining two white mana 
to cast Martyr's Cry. This will remove 
FROM THE GAME THREE OF YOl R CREATURES 

(Hand of Justice, Icatian Javelineers, 
and Initiates of the Ebon Hand), giving 

YOU THREE CARDS (DARK RlTUAL, HYMN TO 

Tourach, and Feldon's Cane). This will 

ALSO REMOVE THREE OF HENRY’S CREATURES 

(Vodalian War Machine, the untapped 
Vodalian Soldiers, and either the 
Merfolk of the Pearl Trident or the 
Vodalian Mage), giving Henry his next 

THREE CARDS (MAGICAL HACK, lllOH TIDE, 
and Sea singer). Henry now has nine cards. 
We must get rid of them. 

15) Use two black mana to cast Hymn 
to Tourach, forcing Henry to discard 

TWO CARDS. He’S NOW AT SEVEN CARDS. 

H) Use three colorless mana to acti¬ 
vate Disrupting Scepter, forcing Henry 
to discard another card. He is now 

DOWN TO SIX CARDS. 



One final note before I go. In a kumanimr. 
move to sate desperate soliers from crackir,ig ufu*: 
they wait for therr next Duelist, I now take w 
on the puzzles over the Internet. If you dunk y* 
have a solutum and uxmld like to test 1 tout r kw 
general feedback). please feel free to e-mail rm at 
woody@netcom. com. Due to the volume ‘ 
responses, be aware that I might take a uhde 10 
respond (and no, I don't give out dues). Unci n ext 
issue , just remember, whenever you thmk to jour- 
self, “ Nah , he wouldn't do that"—think agar, 


15) Use one colorless mana to activate 
Feldon's Cane. 


H)) Attac k with both Mindstab Thrulls. 
Sacrifice them to force Henry to discard 


his remaining six cards. 
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sc Card Master™, the best "apprentio 
ible! It offers a Wizard-friendly full 


C <ird information: 
Casting cost. Power, 
Toughness, Rarity, I ype. 
Expansion set. Artist, 
Special Abilitu-s, Print edi¬ 
tion quantity value, lrade 
& Collection quantities. 
It also has the complete text 
paraphrased and five spe- 
cial User Defined fields for 
your use'! 
Database updates 
will be made available as 


winterface with mouse support and a A r. r\f \ 
ahooaldatabase engine. I hat means 


new expaasion sets 
are released' 


WMaster- gives you more features and __ I ;M I ^ 

ttrts to make preparing for battle easier 


Actual st rent i 


to make preparing for battle easier 

ich quicker. Complete card 

ition with text for all 1100+ cards 


alien Empires™. Deck building i 
Scrye™ on Disk support, and ) ; ;v 


ror you new wizards we 


k up to date when the Ice Age 7 
nexpensive updates w f ill be avc 


Actual screen intake 

Deck Building: 

Deck Name, Theme; 

U nlimited Card 
capacity with 
Quantities, Complete 
Card Counts with 
Statistics and 
Warnings for Banned, 
Restricted & Low 
Inventory. 


/ satisfaction guarantee! 


Hav Test and I\«ck 
listing at the 
touch of a button! 


. _ _ A DOS Program Requiring: 

$ 29 . 95 ' ' 


11 ^* s terCard, AmEx & Discover Orders “ 800“949-4267 

Skv lli S<k» • PO. Bax424*B.uk*T. rX " 


•plus $350 S&H in U.S.A. 
Texans add 725% sales tax 
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Another Issue of Marketplace 


Wc received an enthusiastic response to the first 
Marketplace in Duelist *4, and we invite retailers 
and others to participate in future issues. Well 
design the ad for you, and it yixi provide us with 
the appropriate electronic media, well send you an 
electronic copy of the ad so you can use it in your 
advertising efforts. For more information about 
advertising in The Duelist , contact our Advertising 
Director, George Torres, at (206) 226-6500. 


h 



A Note From MCS 

Our Merchant Customer Service (MCS) team is 
dedicated to helping retailers with their questions 
and concerns regarding Wizards of the Coast 
products. Though it nx)k awhile for people to find 
out about us, we’ve been swamped with calls and 
letters in recent weeks. We apologize for any 
delays, and thank you for your patience. We’re in 
the process of bringing more staff on board, which 
will enable us to serve you better in the busy 
summer months. 
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Magic:The Gathering™ • Star Trek™ 

I Darby’s Den ? 


800-7MAGICI or 619-726-9406 2, 


1 
T 1 


Save on your current and 
future gaming needs. We deal 
in alt in-print games; sorry, no 
single cards. 




pi,? 


wm 


Mustratiofl by John Dofer 


I Adjam found that even though 
deal at 


| he )uid purchased a great deal at | 
"The Den” his purse was still 
I Liden with gold. 


I 


On The Edge 11 


► Highlander 11 


(^ame ^isicr. 1 It if. 


26-13 BuMimiT (to. 4 Wwr) • Fauubth, >JJ 07410 
(301) 796-7377 • Fax (301)7964030 


We carry a full 
single and out-of p: 



(201) 796-7377 


If you’d like to participate in our Retailer Support 

— | A ll 1 3* __ . . — * J J . 4 1 f 

n, just till < 


'IUUN.IJ *** -- II 

Program, just fill out the form provided and send it 
in. (A photocopy or a letter with the same 
information is fine, t(x>.) When we have compiled 
enough of these addresses, we will publish them in 
a Retailer Directory, which will he distributed with 
The Duelist. Though we’re still putting the 
finishing touches on the Retailer Support program, 
we’ll sum he able to provide you with regular 
updates on WotC happenings. Retailer Direct , our 
monthly newsletter, is currently available through 
your distributor, hut we plan to take over 
distribution in the coming months. We’ll be 
offering more services as we develop new policies 
and procedures, including being the contact point 
for our revamped cooperative advertising program, 
and faxing or mailing press releases as soon as they 
are issued. 


We’re growing slowly hut surely, and we thank you 
for your continued support. If you have uuestions, 
comments, or constructive feedback, feel free to call 
or write. Our representatives are available Monday 
thnxigh Friday, from 9a.M. to 6f.M., Pacific Time. 


Take Advantage of 
Wizard’s of the Coast’s 
Retailer Support Services 


Business Name: _ 


W V 


Si 

r 


Business Phone 

FAX:_ 

E- 


nail address: 
Street addrew 


City: 


State (Province): 
Country: __ 


_Postal Code: 


G*ntact Name 


Gxuact Phone *: 


Type of Business: Comic, U Trading Gird, 
. □ Book, Hobby, 7V Toy, I Gift, 
ware/Electronic, Other 


I 


.dJntcvmh* 


?r»HtrlMthmn( a 



{ Yes, id like to participate in the WotC 
Retailer Support Program. Please send me more 
information, including the Retailer Direct 
newsletter and the latest promotional material. 


t Yes, I’d like my store included in the WotC 
Retailer Directory. 


Please reium this farm to: 
Wizards of the Coast 
Merchant Customer Service 
P.O. Box 707 
Renton, WA 98057-0707 



























































jr 






'wri 


Troll & Toad 

Inti: 1-606-878-2936 
Fax: 1-606-878-9061 
e-mail: renvhoek@aol.com 

95% Of AH 
and 


__ 

. ''#4, 


in stock now! 




Specials Until 7 / 31 /95 


Chronicles™_ 

Alternate Universe. 


..$63.00/Box 

..$75.00 


We Buy Collections! 

Write for our FREE catalog: 

253 Reynolds Rd., Keavy KY 40737 






8J§T0N BASEBALL CARBS A CBMICS 

•We specialize in Magic" Singles, Packs , & Boxes, 
including out-ofprint materiid 

Revised *, Fourth EditionIce Age™, Chronicles™, 
all out of print exjxmsions 


Buying 
and 
Selling < 




WE ALSO CARRY 

VAMPIRE: THE ETERNAL STRUGGLE™. 
ILLUMINATI*. WYVERN™, STAR TREK®, STAR 
WARS™. D00MTR00PER™ AND MORE! 

Ask about our tournaments and game nights . 

For mail order, please call (617) 9 23*2828 
Fax (617) 926-4078 


3 GREAT LOCATIONS! • OPEN 7 

DAYS A WEEK 

3 MAIN STREET 
WATERTOWN. MA 07172 
(017)9232828 

845 MAIN STREET 
FALMOUTH, MA 02540 
(508) 548 2778 

INDEPENDENCE MALL 
KINGSTON, MA 02364 
(017) 585 5700 


¥ . 


EXST COXST 

CKKdS 8c COLLECTIBLES 


2 Tudor Road • P.O. Box 365 • Sussex, New Jersey 07461 
(201) 702-7707 • RAX#:(201) 702-7705 
Mofxfay-Frkfay: 10-6 est • Saturday: 10-3 est 


Now taking pre-orders on all now g ome s and upcoming 
Magic The Gatharing* expansion product s at whoksak prices, 

AHVQpWCS 9 * • AUkllXN NlCHfl* • I100DWXW* • DXWC» • jyHXD* 
&00MTX00KI* • FXLLCk CMHkCS 9 * • tCt ACC 9 * • ILLUM1XXT1* • UC£NDP* 

fixk • wm** • am ary*. *xc£" • toweu in tim£* • kichixnhm 1 

UPCOMING RELEASES: 

MXC1C THE CXTWfWMC-FOUMW EDITION™ 
CHXONICIEP" • MXC1C W IWTEXNXTIONXl EDITIONS 
jyHXO®* BECOMES VXMPIM: THE EXTEXNXL STXUCCLE™ 

CALL NOW TO ORDER 


ORDERING INSTRUCTIONS: 

Wfe 0QC8M money orders, cheda, American 
Bfrmw MasterCard Discover and win 
transfers (Chocks: Mow 10 dofs to dear). 

M poem subject Id change due to 
rmkt fljctuotom. 

A1 dekerf dotes are subject to 
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AW. FPO and rXemoOona/ orders vekotr*. 

No money down on cate kx prefwd Mm 
(Some exceptions maf be exdudea) 
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WE SELL INDIVIDUAL 
MAGIC CARDS 
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GATOR GAMES & HOBBY 

4212 Olympic Avenue - San Mateo, CA 94403 
Internet: GatorGames@AOLcom 
Fax (510) 487-8053 

415-571 -PLAY 
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PARK DOMAIN 


The four kingdoms of the Outer Sea seek to 
avenge the last 1,000 years of war against the 
Islands of Tarvan. Adventurers and would-be 
Kings of Destiny gather their strength for an 
invasion and, hopefully, world dominance. 

Midnight Games’ Legends system has evolved into 
the largest interactive fantasy play-by-mail game 
available today. It features: 

Heraldic Shield trophy plaques for winners 
Victory conditions for Role Players 
Victory conditions for Power Gamers 
100-200 players per game 

Factional/team as well as individual achievement goals 
Map to explore of over 10,000 provinces 
300+ specific character spells 
185 specific order codes 
5000+ characters 
5000+ locations it guilds 

5000+ items, including artifacts, statuses, & tides 
Up to 10 different religions 
100+ races and monsters 

Battles by armies or character vs. character duels 
Blood enemies, oaths of allegiance, alliances, 
fir even royal marriages. 

Over 100 pages of storylines fir bard's tales 
Quests to provide for adventure paths for all play styles 
Thousands of troop types 
Games have flexible deadlines, run when you want 
(Minimally every 14 days) 

Turn results available by e-mail or paper 
input may be sent via fax fir shortly by e-mail 

Rule books: $ 15, Module Book: $ 15 with free set-up 

MIDNIGHT GAMES 
Department MG • P.O. BOX 280 
Medford, OR 97501-0019 
Phone (503) 772-6301 • Fax (503) 772-0636 
BBS (503) 857-8537 • CompuServe 71241,455 



House of Cards 


1 -800-922-7441 

(601) 252-6622 
FAX: (601) 252-3041 

We carry 

ALL 

collectable card games. 

Large quantities in stock. 


PRE-ORDER NOW FOR 
ALL UPCOMING RELEASES 


Boxes and boxes of 
collectable games in stock. 

SINGLES, SINGLES, SINGLES! 

We cany single cards for the 
following products: 

Magic: The Gathering™, Star Trek*, 
Doomtrooper™, Wyvem™, and morel 
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SfieH House of Cards 
126-B E. College Ave. 
P.O. Box 308 
Holly Springs, MS 38635 
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We Buy and Sell! 

Single cards from all M:TG" sets 
Boosters available from Antiquities to ice Age" 
Your Galactic Empire source 
Monthly tournaments In the Balto-wash area 
Complete sets and card art available 
5% military discount 

Mail in this ad for S 5. 00 off any ordrr of $50.00 or more. 

Offer expires 7/31195. CJteck/M. OJMOVlSAfDISCOVER accepted. 




National Xssociation for Professional Gamers 

presents 

The Gaming Event of the Year 

WAR 

A Professional. Tournament 

u ith a Cash l\trse of 

$ 25,000 


Featuring two divisions a Killer Deck and a Revised 
“Only” Deck Everyone must be registered before July 
I. 1995. Once WAR begins, no one will be allowed to 
enter the tournament A mandatory tournament meet¬ 
ing will be held Thursday evening. July 13, 1995. For 
entry form or information, write or fax to: NAPG, P.O. 
Box 6585. Athens CA 30604, (706) 549-8819. 


July 15-16, 1995 

Callaway Cardens Resort 

Pine Mountain, Georgia 


r rvJttrxx! by d hani* of th 




Heroes Unlimited, Inc. 

259 E. Irvin# Park Road, Roselle, IL (50172 

STARTER DECKS, BOOSTER PACKS 

Arabian SJicjKrs “ 

Antiquities 
Legends" 

The Dark" 

Fallen empires “ 

Ocnsz* 



To Order. 1-800-3 13-HERO (4376) 

Chicago & Vicinity: 1-708-980-1080 
Fat 1-708-980-1087. Call for prices and availability 
We accept Visa, Mastercard, American Express, & Discover 

WE BUY! 
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Playing Cloth 
for Fantasy Card Gaines 
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GNA 


WHOLESALE, INC. 

Distributors of Finer Gaming Products 


These Decks Can Hurt You... 
Or Your Opponent! 


CHRONICLES™ • ICE ACE™ • Fourth Edition™ 



iisncs,' 


Our new publication, TOURNAMENT 
WINNING DECKS, telb vou how to put 
together over 20 powerful decks and 
piay each one successfully. Now vou 
can defeat your opponents, humiliate 
your friends...and w in tournaments. 


s will leant new 


Experienced players i_ 

strategies and concepts not seen before 
Don't wait to he amiWlated-learn 
these strategies before vour opponent 
does! 


If you re a novice Magic player, this 
book will help you learn the cards that 
1 to build a 


you need to bulk! a mean dec*, it gives 
you the opportunity to defeat more 
experienced gamers. 


Wei show vou how to build the entire 
deck (over 20 themes to choose from) 
and play to win. step by step. 


JYHAD™/VAMPIRE: THE ETERNAL STRUGGLE™ 
DARK SOVEREIGNS™ (V:TES 1ST EXPANSION) 
STAR TREK® • WYVERN™ • ILLUMINATI® 
SHADOWFIST™ • THE DUELIST™ 

AND MORE! 


Please send check or money Older for 
$19.95 (postage paid) to: 


Winning 1*^ t*uWishi 
Msa MasterCard orders c 


; W. Box 461 - IWifog Green OH 43402 
I the Fortress in Toteda OH • 1419) 472-4242 


STARTERS • BOOSTERS • EXPANSION BOXES 


We sell to dealers & retailers only. 
Call for our free catalog. 


WE SPECIALIZE IN SERVICE • GIVE US A TRY! 


join the Wizard’s Guild! 


dcaurs call 


508-291—0030 
508-384-7766 


The \\ fcard s Guild is a special members-euK group rhar issues a monthh 
newsletter with all the latest news & rumors. In addition, members get special 
discounts on cards, role-playing games, 6: books. Our special membership package 
includes: 


Visit our Nezv Location; 

GNA WHOLESALE, INC 
1092 South St. (Rt. 1A) • Wrentham, MA 02093 
Located at the junction of routes 495/1A 
(508)384-7766 • FAX (508)295-2853 
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MAGIC CARDS 

order today, and you'/' nol 'only get>3 


free cards, but you'// also receive our 
1995 Magic of the Mana Catalog 

which includes: w 

Alpha • Beta • Revised* • Antiquities^ 
Arabian Nights* • Legends* • The Dark 
• Fallen Empires^ - • Ice Age 

Thousands of Cards! 
Great Prices! 

Send check or money ordet for $3.00 
plus $1 95 Shipping and Handling to. 

MAGIC OF THE MANA 

P.O. Box 87758 
Chicago, IL 60680 

Please allow 1 to 2 weeks for delivery. 


Specializing in collectible card games: 

CSSI JYHAD 

and many more 

YOU WANT IT — WE GOT IT! 

SVxxK itcktz , cvd 

CJamas -gj 


1 '800^361-4263 (orders only) • 606-225^10 FAX & non-US 
504 Sourh Limesrone Sr. • Lexington, KY 40506 


Guaranteed lam est on AS Inprim or Preprints 

Buy & Sell 10% OFF 


• Singles Most games 

• Boxes board, rpg, etc. 

• Set 

Gamecards@aol .com 
http://www.srdio.com/games/ 

































DECKMASTER 


RULINGS s errata 


compiled by Tom Wylie 


The rule :s of Magic M arc sometimes unclear, arid it can 
be difficult u> determine flow cards interact uidi eaih 
other. Typically, when a questi<m comes up and the 
answer isn't clear from the rules, the Magic “rules 
team'’ is called ufxm ftrr an answer. In the past, these 
rulings were primarily distributed over the Internet, and 
they didn't reliably make it mto print until the next edi¬ 
tion of the rides nr the next revision of a card. Beginning 
uith this issue of The Duelist, we will include a sum 
marv of recent, significant rulings m even issue. 


plays the spell he had in mind. For example, it 
someone taps some lands to pay for a sorcery, you 
cannot play an instant before the sorcery is played. 


The following rules are meant to clarify certain parts 
of the rulebook, and to explain how the game in 
general works. Only one (*“11) reverses a past niling. 


3) How exactly does regeneration work? 

A creature can only regenerate during a dam¬ 
age-prevention step in which it has sustained lethal 
damage or is destroyed. Any of this damage on the 
creature remains until end of turn, hut is ignored. 
Regenerating a creature causes it to tap. Only crea¬ 
tures can he regenerated. If an attacker or bhxker is 
regenerated before combat damage is assigned, then 
it cannot deal or receive damage that combat. 


1) When do you determine a creature’s power, a 
card’s controller, etc. when a spell or effect 
mentions them? 

All characteristics of the source of an effect a 
determined upon playing the ability. All char 
act eristics of everything else are determined 
upon the resolution of the effect. For 
example, the power and controller of 
Tracker would lx* determined when 
Tracker’s ability was used, hut the power 
and controller of the ability’s target 
would not be determined until the 
effect resolved. 


2) I)o I have to have enough mana in my 
mana pool to cast a spell or can I tap lands 
for mana after playing it? 

You have to have the mana in your mana 
P»h»1 before playing the spell. Remember that if 
someone divs tap lands for mana to play a 
spell, only interrupts may lx- played before he 


4) How exactly does trample work? 

Trample only applies when a creature with 
trample attacks. If the creature dex^sn’t deal damage 
to any blockers, the defender simply takes the full 
damage. (Remember that damage cannot he 
assigned to a bhx'ker that has been regenerated 
before damage is dealt.) 

If the creature deals damage to a hkx'ker, 
then any damage in excess of that needed to kill 
! the creature “spills over” to 
the defending player. If a 3/3 
creature with 2 points of 
damage blocked a 6/6 
trampler, only 1 point of 
damage would he needed to 
kill the bhxker, so 5 points 
would spill over. 

If a creature somehow takes a 
mix of trample and non-trample 
damage, apply the non-trample dam¬ 
age before deciding how much spills 
over. Trample damage only spills over 
once, even if redirected back to that 
f bhxker. 

U image-prevention 
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so it generates a second damage-prevention stq 
even though damage-redirection effects normalh • 
not do this. The excess damage Is considered • 
redirected to the defending player, s» > any dT 
of that damage is only applied to the player, d • •. 
the bhxker as well. 


5) Suppose I block an attacker with a bunch of 
creatures that include a single creature with 
banding, and that blocker is regenerated before 
damage is dealt. Do I still get to take advantage 
of the banding? 

Yes, since that creature is still blocking the 
attacker. However, you cannot assign any of the 
attacker’s damage to that creature, just other 
blockers in the group. 


6) Can I respond to an effect by playing a land., - 
respond to a land by playing an effect? 

No, in both cases. 



7)1 just played Animate Dead on a Sea Serpent, 
completely forgetting that I have no islands in 
play. My opponent has islands, so I can get blue 
mana from my Fell war Stone; can 1 save my 
serpent by Magical Hacking it to say “swamps”? 

No. As stxm as the Serpent entered play, i! 
was marked as being buried, and simply changim:. 
text won't undo this. Had you put a Nightmare • 
play with no swamps, then you could save it with 
Magical I lack, since it is merely dying due to 
having toughness 0 (and rhus lerhal damage', arxl 
raising a creature’s toughness above :en> will \ u 
from lerhal damage. 


8) If Wheel of Fortune makes both players 
draw more cards than they have in their librarv 
who wins? 

You never check to see whether a player l.*es 
while an effect is resolving, hut only when rheeffa; 
is finished. If Kith players lose as a result of the 
effect, then the game is a draw, and not a victory t 
either side. The same is tme iTa damage-prevenn 
step, so if a Nevinyrrals Disk goes off while hth 
players have Lich in play, the game will lx a dr.?* 


9) If I have Firebreathing on a IXxp 
Spawn, can it benefit from the 
Firebreathing even if its “can t 
target me!” ability* is in effect? : 
Enchant (something) card ha* >' • 
effect which applies to the enchsr: 
ed card, this is not considered t 
target the card, so Firebreathm 
w'ould function normally. (Als 
using the Deep Spawn’s ability * n: 
cause the Firebreathing to be desTt-'u: 
since once the Firebreathing is in pLu- 
a permanent rather than a “spell" or "effect 


10) If I play a spell, how* soon is it put into 
the graveyard? 

Interrupts, instants, and sorceries an* pui m: 
the graveyard when they are countered, or when 
they have finished resolving. Other spells arc p' 
into the graveyard if they are countered or 
(if targeted) they fizzle when they resolve; other* 1 
they are put into play. 


11) When exactly does Mindstab Thru 11’“ vi ¬ 
ability take effect? It a creature has a “do the 


Backgrounds by David Kin- A 














blocked" ability, such as Mindstab Tlmill or Parrels 
/ i. i, this ability is played as a fast effect between 
chousing defense and damage dealing. Note that 
thi' applies to Moral Spuzzem as well. (This is a 
reversal »>t a previous ruling.) 

FORGOTTEN LORE 

The following rulings describe nilos that should 
have been introduced a long time ago, but for 
whatever reason, were not: 

!) Internets can target or be used to respond to any 
spe" or other effect which hasn’t been successfully cast 
vet. But if you target someone elses effect, you always 
haw to wait for them to finish targeting that effect 
lWon- your interrupt resolves. For example, suppose I 
{.. v i Fireball, and then you try to Counterepell it. I 
then try to Power Sink the Onmterspell. You can 
rop>txl to the Power Sink hy targeting the Fireball 
with Blue Elemental Blast before Power Sink is 
v vvessfully cast. (If the Power Sink resolves success- 
fullv, you wiHildn't have enough mana to Blast the 
Fireball. If you interrupted the Fireball and not the 
Power Sink, the Power Sink would resolve first.) If 1 
now choose to target the Fireball with any other 
interrupts, tin nigh, those interrupts would resolve first. 

2) Effects that interact with cards in the graveyard, 
such as Raise Dead, target the card they interact 
with. You can’t play them if there is nothing in the 
graveyard, and you must choose your target(s) as 
you play the effect. 

REVERSALS 

The following reverse past rulings fmm the design 
team, past issues of The Duelist, and/or netreps: 

l) If an instant or fast effect says something like 
“target creature,” does it mean that it wears off if 
the target is no longer a creature* 

Wl»en a card like Seasinger says “target 
creature,” it only has to lx* a creature at the time you 
.!< iare and revive the ability. Once ir has resolved, 
it' not important whether the target remains a 
creature. Treat this as if Seasinger read “Take control 
'■* target creature. Lose control of that permanent 
when Seasinger untaps, etc." This also means that 
The Wretched, Aladdin, Seasinger, etc. will keep a 
Mishra’s Factory, even after the end of the turn. Tlie 
: aciorv would return under the conditions described 
- n the card that stole it, even if it is not an 
Assembly Worker when i hose conditions are met. 

2) % hat happens if 1 use AshmxTs Transmogrant 
on a Living Land, which then deanimates? 

The counter still applies, so it still makes the 
land an artifact. However, the + 1/+1 won’t matter 
unles> the land is animated again. 

*a) If a land or artifact becomes a creature, does 
it have summoning sickness? 

}h) Suppose my Seasinger has taken control of 
my opponents Lord of the Pit, and 1 start my 
turn with it under my control. I let the Seasinger 
untap, so my opponent gets the Lord of the Pit 
back, and then I take control of it again during 
draw, so that 1 don’t have to pay its upkeep. Can I 
attack with it this turn? 

If you have had control of a permanent 
continuously since the st art of your most recent 
turn, then it w ill not he sick. If control has been 


broken since then, and you got the permanent Kick 
later, then summoning sickness is hack in force. 
Whether the permanent was a creature at the >tart 
of yiHir most recent turn or if it has been a creature 
continuously since then is not important. All 
tapping abilities of the permanent are covered hy 
summoning sickness, so if you play a land which 
becomes a creature .is s«x>n as it enters play (due 
to Living Lands, for example), it will be unable 
to tap for mana right away, since it will have 
summoning sickness. If you play Glasses i>f Urea and 
animate it, you cannot use its ability until your next 
turn. And so on. 

4) Tlie * ‘owner" of a card is the player who lx*gan 
the duel with that card in his or her deck. When a 
card refers to a “caster," it should lx* read as referring 
to the “owner" instead. If you use Animate Dead to 
bring a creature out of someone else’s graveyard, that 
player is still the owner of the creature. 

5) All upkeep costs and upkeep effects are played as 
instants. Any costs would lx* paid as soon as the 
effect is played, just as with any other effect. 

EXCESS BAGGAGE 
Certain “unwritten rules" of Magic were eliminated 
in Fourth Edition, rather chan being added to the 
rulchook, since they were seen as an unnecessary 
luirdeti to the rules. 

1) Unrap costs can now be paid as many times as 
desired during upkeep. It you have 

16 mana, yinir Paralyzed Prodigal ^ 

Sircerer can do 4 damage 
during upkeep, 

2) Oirds can sacrifice 
themselves, unless 
the text specifically 
says otherw ise, as 
with Lord of the 
Pit. For exam¬ 
ple, you can 
sacrifice a 
transmogrified 
Sage of Lat- 
Nam to itself 
and can sacri ¬ 
fice a (joblin 
Chtrurgeon to 
itself. No cards 
were given errata 
that say that they cannot sacrifice 
themselves, though older versions 
Lord of the Pit should ho read as saying 
that Lord of the Pit cannot sacrifice itse 

CARD ERRATA 

Vtxxl<H> Doll: You have to add a counter before 
you can use its ability. 

CARD-SPECIFIC RULINGS 

1) When do I choose Preacher's target? 

Tlie target of Preachers ability is chosen 
hy* the opponent when the effect is played, 
when it resolves. The effect will fizzle non ■w 
if the tiirget leaves play or becomes invalid 

2) Suppose my Doppelganger starts my 
upkeep as a Frozen Shade, so I power up its 
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ability, and then change what it’s copying. Does 
the new* form have the power/toughness bonus? 

No. When a Doppelganger changes forms, all 
counters and other effects “internal" to the old form 
go away. Basically, all abilities which always affect 
the creature having them are internal. So a Frozen 
Shade bonus would he lost, a Giant Slugs landwalk 
would lx* lost, and so on. On the other hand, any 
counters and other effects resulting from targeting 
the creature w ill remain. So a “Dwarven 
Weaponsmith" Doppelganger can tap to give itself 
a counter, change forms, and keep the counter. 

This means that a Doppelganger switching from a 
Thallid would lose* any counters the Thailid itself 
had generated, hut would keep any counters 
provided by Fungal Bloom. 

3) Do I sacrifice Thrulls to Tourach’s Gate only 
when it’s played, or at: any time? 

You can sacrifice a Thnill to it at 
any time. Play this ability as an instant 
w ith no activation cost. 

4) W hat happens if I use Safe Haven 
on a token creature? On an animated 
land or artifact? 

If Safe I laven removes a token 
from play, that token dissolves forever and can’t he 
returned from Safe Haven. Any card that Safe 
Haven removes will he stored inside it, and 
returned to play when it is sacrificed for its effect. 
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The number after the Rarity classification indicates the number of times that particular card appears on its sheet. lk>r example , a Common 
ti appears eight times on the Common sheet and is eight times more likely to appear than a Common / card. 



CARL) NAME 

COLOR 

TYPE 

ARTIST 

RARITY 

_ 1 . 

Abomination 

Black 

Summon Abomination 

Mark Tedin 

Uncommon 1 

_2. 

Air Elemental 

Blue 

Summon Elemental 

Richard Thomas 

Uncommon 1 

3- 

Alabaster Potion 

White 

Instant 

Harold McNeill 

Common 1 

_4. 

Aladdin’s Lamp 

Artifact 

Artifact 

Mark Tedin 

Rare 1 

5. 

Aladdin's Ring 

Artifact 

Artifact 

Dan Frazier 

Ram 1 

_6. 

All Baba 

Red 

Summon Ali Baba 

Julie Baroh 

Uncommon I 

J. 

Amrou Kithkin 

White 

Summon Kithkin 

Quinton Hoover 

Common I 

JL 

Amulet of Kroog 

Artifact 

Artifact 

Margaret Organ-Kean 

Common 1 

JL 

Angry Mob 

White 

Summon Mob 

Drew Tucker 

Uncommon 1 

-10. 

Animate Artifact 

Blue 

Enchant Artifact 

Douglas Shuler 

Uncommon 1 

JU. 

Animate Dead 

Black 

Enchant Dead Creature 

Anson Maddocks 

Uncommon 1 

12. 

Animate Wall 

White 

Enchant Wall 

Dan Frazier 

Rare 1 

_13. 

Ankh of Mishra 

Artifact 

Artifact 

Amy Weber 

Rare 1 

-14. 

Apprentice Wizard 

Blue 

Summon Wizard 

Dan Frazier 

Common 1 

35. 

Armageddon 

White 

Sorcery 

Jesper Myrfors 

Rare 1 

_16. 

Armageddon Clock 

Artifact 

Artifact 

Amy Weber 

Rare 1 

_17. 

Ashes to Ashes 

Black 

Sorcery* 

Drew Tucker 

Uncommon 1 

_18. 

Ashnod's Battle Cicar 

Artifact 

Artifact 

Mark Pcxfie 

Uncommon 1 

_19. 

Aspect of Wolf 

Green 

Enchant Creature 

Jeff A. Menges 

Rare 1 

_20. 

Backfire 

Blue 

Enchant Creature 

Brian Snoddy 

Uncommon 1 

_21. 

Bad Moon 

Black 

Enchantment 

Jesper Myrfors 

Rare 1 

_22. 

Balance 

White 

Sorcery 

Mark Poole 

Rare 1 

_23. 

Ball Lightning 

Red 

Summon Ball Lightning 

Quinton Hoover 

Rare 1 

_24. 

Battering Ram 

Artifact 

Artifact Creature 

Jeff A. Menges 

Cx)mmon 1 

-25. 

Benalish Hero 

White 

Summon Hero 

Douglas Shuler 

Common 1 

_26. 

Bird Maiden 

Red 

Summon Bird Maiden 

Kaja Foglio 

Common 1 

_27. 

Birds of Paradise* 

Green 

Summon Mana Birds 

Mark Poole 

Rare 1 

_28. 

Black Knight 

Black 

Summon Knight 

Jeff A. Menges 

Uncommon 1 

_29. 

Black Mana Batten’ 

Artifact 

Artifact 

Anson Maddocks 

Rare 1 

30. 

Black Vise 

Artifact 

Artifact 

Richard Thomas 

Uncommon 1 

31. 

Black Ward 

White 

Enchant Creature 

Dan Frazier 

Uncommon l 

32. 

Blessing 

White 

Enchant Creature 

Julie Baroh 

Rare 1 

33. 

Blight 

Black 

Enchant land 

Pete Venters 

Uncommon 1 

-34. 

Blood Lust 

Red 

Instant 

Anson Maddocks 

Common 1 

35. 

Blue Elemental Blast 

Blue 

Interrupt 

Richard Tliomas 

Common l 

-36. 

Blue Mana Battery 

Artifact 

Artifact 

Amy Weber 

Rare 1 
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37. 

CARD NAME 

Blue Ward 

(COLOR 

White 

TYPE 

Enchant Creature 

ARTIST 

Dan Frazier 

RARITY 

Uncommon 1 

3& 

Bog Imp 

Black 

Summon Imp 

Ron Spencer 

Common 1 

39. 

Bog Wraith 

Black 

Summon Whaith 

Jeff A. Menges 

Uncommon 1 

JO. 

Bottle of Suleiman 

Artifact 

Artifact 

Jesper Myrfors 

Rare 1 

il 

Brainwash 

White 

Enchant Creature 

Pete Venters 

Common l 

J2. 

Brass Man 

Artifact 

Artifact Creature 

Christopher Rush 

Uncommon 1 

33. 

Bronze Tablet 

Artifact 

Artifact 

Tom Wiincrstrand 

Rare 1 

34. 

Brothers of Fire 

Red 

Summon Brothers 

Mark Tedin 

Common 1 

35- 

Burn) wing 

Red 

Enchant Creature 

Mark Poole 

Uncommon 1 

36. 

(Carnivorous Plant 

Green 

Summon Wall 

Quinton Hoover 

Common 1 

37. 

Carrion Ants 

black 

Summon Ants 

Richard Thomas 

Uncommon 1 

38. 

Castle 

White 

Enchantment 

Dameon Willich 

Uncommon 1 

39. 

(Cave People 

Red 

Summon Cave People 

Drew Tucker 

Uncommon 1 

30. 

(Celestial Prism 

Artifact 

Artifact 

Amy Weber 

Uncommon 1 

31. 

Channel 

Green 

Sorcery 

Richard Thomas 

l ncommon 1 

32. 

Chaoslace 

Red 

Interrupt 

Dameon Willich 

Rare 1 

33. 

(Circle of Protection: Artifacts 

White 

Enchantment 

Pete Venters 

Uncommon 1 

34. 

( Circle of Protection: Black 

White 

Enchantment 

Jesper Myrfors 

Common 1 

33. 

Circle of Protection: Blue 

White 

Enchantment 

Dameon Willich 

Common I 

36. 

(Circle of Protection: Green 

White 

Enchantment 

Sandra Everingham 

Common I 

37. 

Circle of Protection: Red 

White 

Enchantment 

Mark Tedin 

Common 1 

38. 

(Circle of Protection: White 

White 

Enchantment 

Douglas Shuler 

Common 1 

39. 

(Clay Statue 

Artifact 

Artifact Creature 

Jesper Myrfors 

Common 1 

_60. 

Clockwork Avian 

Artifact 

Artifact Creature 

Randy Asplund-Faith 

Rare 1 

.61. 

Clockwork Beast 

Artifact 

Artifact Creature 

Drew Tucker 

Rare 1 

_62. 

(Cockatrice 

Green 

Summon Cockatrice 

Dan Frazier 

Rare I 

_63- 

( Colossus of Sardia 

Artifact 

Artifact Creature 

Jesper Myrfors 

Rare 1 

_64. 

(Conservator 

Artifact 

Artifact 

Amy Weber 

Uncommon 1 

.63. 

Control Magic 

Blue 

Enchant Creature 

Dameon Willich 

Uncommon 1 

_66. 

(Conversion 

White 

Enchantment 

Jesper Myrfors 

Uncommon 1 

.67. 

Coral Helm 

Artifact 

Artifact 

Amy Weber 

Rare 1 

.68. 

(Cosmic Horror 

Black 

Summon Horror 

Jesper Myrfors 

Rare I 

39. 

Counterspell 

Blue 

Interrupt 

Mark Poole 

Uncommon 1 

_70. 

(Craw Wurm 

Green 

Summon Wurm 

Daniel Gelon 

Common 1 

_71. 

Creature Bond 

Blue 

Enchant Creature 

Anson Maddocks 

Common 1 


(Crimson Manticore 

Red 

Summon Manticore 

Daniel Gelon 

Rare* 1 

33. 

Crumble 

Green 

Instant 

Jesper Myrfors 

Uncommon 1 

_74. 

(Crusade 

White 

Enchantment 

Mark Poole 

Rare I 

_75. 

(Crystal Rod 

Artifact 

Artifact 

Amy Weber 

Uncommon 1 

-76. 

(Cursed land 

Black 

Enchant Land 

Jesper Myrfors 

Uncommon 1 


(Cursed Rack 

Artifact 

Artifact 

Richard Thomas 

Uncommon 1 

_78. 

Cyclopean Mummy 

Black 

Summon Mummy 

Edward Beard, Jr. 

Common 1 

39. 

Dancing Scimitar 

Artifact 

Artifact Creature 

Anson Maddocks 

Rare 1 

.80. 

Dark Ritual 

Black 

Interrupt 

Sandra Everingham 

Common 1 

_81. 

Death Ward 

White 

Instant 

Mark Poole 

Common 1 

.82. 

Deathgrip 

Black 

Enchantment 

Anson Maddocks 

Uncommon 1 

_83. 

Deathlace 

Black 

Interrupt 

Sandra Everingham 

Rare 1 

-84. 

Desert Twister 

Green 

Sorcery 

Susan Van (.amp 

Uncommon 1 

_8S. 

Detonate 

Red 

Sorcery 

Randy Asplund-Faith 

Uncommon 1 

.86. 

Diabolic Machine 

Artifact 

Artifact Creature 

Anson Maddocks 

Uncommon 1 

.87. 

Dingus FCgg 

Artifact 

Artifact 

Dan Frazier 

Rare 1 

.88. 

Disenchant 

White 

Instant 

Amy W eber 

Common 1 

-89. 

Disintegrate 

Red 

Sorcery 

Anson Maddocks 

Common I 

-90. 

Disrupting Scepter 

Artifact 

Artifact 

Dan Frazier 

Rare 1 

-91. 

Divine Transformation 

White 

Enchant Creature 

Ne Ne Thomas 

Uncommon 1 

-92. 

Dragon Engine 

Artifact 

Artifact Creature 

Anson Maddocks 

Rare I 

-93. 

Dragon Whelp 

Red 

Summon Dragon 

Amy Weber 

Uncommon 1 
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CARD NAME 

COLOR 

TYPE 

ARTIST 

RARITY 

*0 i 

Drain Life 

Black 

Sorcery 

Douglas Shuler 

Common 1 


Drain Bower 

Blue 

Sorcery 

Douglas Shuler 

Rare 1 

JXy 

Drudge Skeletons 

Black 

Summon Skeletons 

Sandra Everingham 

Common 1 

jr. 

Durkwood Boars 

Green 

Summon Boars 

Mike Kimble 

Common 1 

_9H. 

1 )w .tn en \\ arri< >rs 

Red 

Summon Dwarves 

Douglas Shuler 

Common 1 

J&, 

fcirth Elemental 

Red 

Summon Elemental 

Dan Frazier 

rncommon j 

-100 

Harthquake 

Red 

Sorcery 

Dan Frazier 

Rare 1 

-101. 

Ebony Horse* 

Artifact 

Artifact 

Danieon Willich 

Rare 1 

.1102. 

KlHajjaj 

Black 

Summon El-Hajjaj 

Dameon Willich 

Riire 1 

jfr- 

i Euler Land Wumi 

White 

Summon Wurm 

(Quinton Hooyer 

Rare 1 

f f 1 

10 l. 

I-ben Riders 

Green 

Summon Riders 

Melissa Benson 

1 ncommon 1 

103. 

f lavish Archers 

Green 

Summon Elves 

Anson Maddocks 

Rare 1 

106. 

Energy Flux 

Blue 

Enchantment 

Kaja Foglio 

Uncommon 1 

_!07. 

Energy lap 

Blue 

Sorcery 

Daniel Gelon 

Common 1 

M08. 

Erg Raiders 

Black 

Summon Raiders 

Danieon Willich 

Common 1 

109 

' Erosion 

Blue 

Enchant land 

Pete Venters 

Common 1 

no. 

Eternal Warrior 

Red 

Enchant Creature 

Anson Maddocks 

Common l 

111. 

Evil Presence 

Black 

Enchant land 

Sandra Everingham 

l ncommon 1 


Eye for an Eye 

White 

Instant 

Mark Poole 

Rare 1 

u.v 

Fear 

Black 

Enchant Creature 

Mark Poole 

Common 1 

_n4 

Feedback 

Blue 

Enchant Enchantment 

Quinton Hoover 

Uncommon l 

ns. 

Fell war Stone 

Artifact 

Artifact 

Quinton Hoover 

Uncommon 1 

_ 11 (r\ 

llh* Elemental 

Red 

Summon Elemental 

Melissa Benson 

Uncommon 1 

IP. 

Fireball 

Red 

S< >rccry 

Mark Tedin 

Common 1 

n a 

Firvbtrathing 

Red 

Enchant Creature 

Dan Frazier 

Common 1 

no. 

Fissure 

Red 

Instant 

Douglas Shuler 

Common 1 

!2(> 

FUshfires 

Red 

Sorcery 

Dameon Willich 

Uncommon 1 

-121 

Flight 

Blue 

Enchant Creature 

Anson Maddocks 

Common 1 

_122 

Flood 

Blue 

Enchantment 

Dennis Detwilier 

Common 1 

123 

Flying ( arjx*t 

Artifact 

Artifact 

Mark Tedin 

Rare 1 

12 i 

Fog 

Cireen 

Instant 

Jespcr Mvrfors 

Common 1 


Force of Nature 

Green 

Summon Force 

Douglas Shuler 

Rare 1 y 

J26 

Forest (ver. 1 ) 

land 

Land 

Christopher Rush 

land 8 

Zr2?. 

Forest (ver. 2) 

Land 

Land 

Christopher Rush 

land 8 

_128. 

Forest (ver, 3) 

land 

Land 

Christopher Rush 

land 8 

129. 

Fortified Area 

White 

Enchantment 

Randy Aspfund-Faith 

Common 1 

130. 

Frozen Shade 

Black 

Summon Shade 

Douglas Shuler 

Common l 

JM 

Tungusaur 

Green 

Summon Fungusaur 

Daniel Gelon 

Rare 1 

132. 

Gaea's Liege 

Green 

Summon Gaea’s Liege 

Dameon Willich 

Rare 1 

133- 

(gaseous Form 

Blue 

Enchant Creature 

Phil Foglio 

Comnfon/ 

_134. 

Ghost Ship 

Blue 

Summon Ship 

Tom Wancrstrand 

Uncommon t 

13S. 

(iiant Growth 

Green 

Instant 

Sandra Everingham 

^frqinfoo 1 

J3(>. 

(iiant Spider 

Green 

Summon Spider 

Sandra Everingham 

Comfrfbn l 

_ 137. 

(iiant Strength 

Red 

Enchant Creature 

Justin Hampton 

t 1 A / / 0 

C'pmmoh 1 

138. 

(iiant Tortoise 

Blue 

Summon Tortoise 

Kaja Eoglio 

C^mmoji l 

139. 

Glasses of 1 r/a 

Artifact 

Artifact 

Douglas Shuler 

l ;ttcWnimi l 

140. 

(doom 

Black 

Enchantment 

Dan Frazier 

1 ncyimgion 1 

m 

Goblih Balloon Brigade 

Red 

Summon Goblins 

Audi Rush 

( nconinon 1 

1 12 

(loblin King 

Red 

Summon Lord 

Jespcr Mvrfors 

Rare 1J 

_113. 

(fOblin Rock Sled 

Red 

Summon Rock Sled 

Dennis Det wilier 

Common 1 

Mi. 

Grup<*hot < atapult 

Artifact 

Artifact Creature 

Dan Frazier 

Common 1 

_14S. 

(.ray Ogre 

Red 

Summon Ogre 

Dan Frazier 

C^rfimon 1 

146. 

fined 

Black 

Enchantment 

Phil Foglio 

Jfcla- l' 

_ 147. 

Green Mans Batten 

Artifact 

Artifact 

Christopher Rush 

. r 

Rare 1 

J 18 . 

. Green Vi ard 

White 

Enchant Creature 

Dan Frazier 

Uncommon 1 

149. 

Grizzly Bears 

(ireen 

Summon Bears 

Jeff A. Menges 

Common 1 

_150. 

Healing Salve 

■ v** ■ v ■ v ' 

White' 

Instant 

Dan Frazier 

Common \ 
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CARD NAME 
_151. Heim of (Chatzuk 

152. Hill Giant 

153. Holy Armor 

15 1 . Holy Strength 

_155. Howl from Beyond 
15(>. Howling Mine 

_157. HurkyLs Recall 

158. Hurloon Minotaur 

_159. Hurr Jackal 

160. Hurricane 

_ 161 Hvpnotie Specter 

_1(>2. Immolation 

163. Inferno 

I(h Instill Energy 

165. Iron Star 

166. Ironclaw Ores 

_1(r Ironroot Treefolk 

168. Island (ver. I) 

169. Island (ver. 2) 

170. Island (ver. 3) 

PI. Island Fish Jasconius 

_P2. Island Sanctuary 

.173. Ivory Cup 

_Pi. Ivor> Tower 

.175. Jade Monolith 

. 176. Jandor s Saddlebags 

.1 Jayemdae Tome 

_P8. Jump 

179. Junun Efreet 

180. Karma 

181. Keldon Warlord 

182. Killer Bet's 

183. Kismet 

184. Kormus Bell 

_185. land Leeches 

186. Land Tax 

_187. leviathan 

188. ley Druid 

189. Library of Leng 

190. Ijfeforce 

191. Iifelace 

192. Ufetap 

193. Lightning Bolt 

.191. Living Artifact 

.195. living Lands 

1%. Llanowar Elves 

19“ Lord of Atlantis 

198. Lord of the Pit 

199. Lost Soul 

200. Lure 

_201. Magieal Hack 

202 Magnetic Mountain 

203 Mahamoti Djinn 

20 1 Mana Clash 

205. Mana Flare 

206. Mana Short 

20“ Mana Vault 


COLOR 

TYPE 

ARTIST 

RARITY 

Artifact 

Artifact 

Mark Led in 

Rare 1 

Red 

Summon Giant 

Dan Frazier 

(Common 1 

White 

Enchant Creature 

Melissa Benson 

(Common I 

White 

Enchant (Creature 

Anson Maddocks 

(Common l 

Black 

Instant 

Mark Pook 

Common l 

Artifact 

Artifact 

Mark Poole 

Rare 1 

Blue- 

Instant 

\e Ne Thomas 

Rare 1 

Red 

Summon Minotaur 

Anson Maddocks 

(Common 1 

Red 

Summon Jac kal 

Drew Tucker 

Rare 1 

Green 

Sorcery 

Dameon Willich 

Uncommon 1 

Black 

Summon Specter 

Douglas Shuler 

Uncommon 1 

Red 

Enchant (Creature 

Scott Kirschner 

(Common 1 

Red 

Instant 

Ranch Asplund Faith 

Rare 1 

Green 

Enchant (Creature 

Dameon W'illich 

Uncommon 1 

Artifact 

Artifact 

Dan Frazier 

Uncommon 1 

Red 

Summon Ores 

Anson Maddocks 

Common 1 

Green 

Summon Treefolk 

Jespcr Myrfors 

(Common 1 

Land 

Land 

Mark Poole 

Land 8 

land g 

land 

Mark Poole 

Lind 8 

Land 

Land 

Mark Poole 

land 8 

Blue 

Summon Island Fish 

Jespcr Myrfors 

Rare 1 

White 

Enchantment 

Mark Poole 

Rare- 1 

Artifact 

Artifact 

Anson Maddtx'ks 

Uncommon 1 

Artifact 

Artifact 

Margaret ()rgan-Kean 

Rare I 

Artifact 

Artifact 

Anson Madckxks 

Rare- 1 

Artifact 

Artifact 

Dameon W illich 

Rare* 1 

Artifact 

Artifact 

Mark Tedin 

Rare 1 

Blue 

Instant 

Mark Poole 

(Common 1 

Black 

Summon Efreet 

(Christopher Rush 

Uncommon l 

White 

Enchantment 

Richard Ihomas 

Uncommon 1 

Red 

Summon Lord 

Kc*v Brcxksehmidt 

l Incommon 1 

Green 

Summon Bees 

Phil Foglio 

Uncommon 1 

White 

Enchantment 

Kaja Foglio 

Uncommon 1 

Artifact 

Artifact 

Christopher Rush 

Rare* 1 

Green 

Summon leec hes 

Quinton Hoover 

(Common 1 

White 

Enchantment 

Brian Snoddy 

Rare 1 

Blue 

Summon Leviathan 

Mark Tedin 

Rare 1 

Green 

Summon Cle ric 

Sandra Everingham 

Uncommon 1 

Artifact 

Artifact 

Daniel Gelon 

l Incommon 1 

Green 

Enchantment 

Dameon W illich 

Uncommon 1 

(irecn 

Interrupt 

Amy Weber 

Rafc 1 

Blue 

Enchantment 

Anson Maddocks 

Uncommon 1 

Red 

Instant 

(Christopher Rush 

(Common 1 

Green 

Enchant Artifact 

Anson Maddocks 

Rare 1 , 

Green 

Enchantment 

Jespcr Myrfors 

Rare 1 

(riven 

Summon Elves 

Ansc>n Maddtx*ks 

(Common 1 

Blue 

Summon Ixml 

Melissa Benson 

Rare 1 

Black 

Summon Demon 

Mark Tedin 

Rare 1 

Black 

Summon Lost Soul 

Randy Asplund-Faith 

(Common 1 

(irecn 

Enchant (Creature 

Anson Maddocks 

Uncommon l 

Blue 

Interrupt 

Julie Baroh 

Rare 1 

Red 

Enchantment 

Susan Van (Camp 

Rare 1 

Bfue 

Summon Djinn 

Dan Frazier 

Rare- 1 

Red 

Sorcery 

Mark Tedin 

Rare 1 

Red 

Enchantment 

(Christopher Rush 

Rare 1 

Blue 

Instant 

Dameon Willich 

Rare- \ 

Artifact 

Artifact 

Mark Tedin 

Rare 
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CARD NAME 
_208. M ana barbs 

_209. Marsh Cas 

_210. Marsh Viper 

_211. Meekstonc 

_212. Mcrfolk of the Pearl Trident 

__213. Mesa Pegasus 

J14. Millstone 

_215. Mind Bomb 

_216. Mind I wist 

_217. Mishra’s Factory 

_218. Mishra s W ar .Machine 

_219. Mons s (.oblin Raiders 

_220. Morale 

_221. Mountain (ver. 1) 

_222. Mountain (ver. 2) 

_223. Mountain (ver. 3) 

_22i. Murk Dwellers 

_225. Nafs Asp 

_226. Nether Shadow 

_227. Nevinyrral s Disk 

_228. Nightmare 

_229. Northern Paladin 

_23<). Oasis 

_231. ()bsianus Golem 

_232. Onulet 

_233. Orcish Artillery 

_23 t Orcish Oriflamme 

_235. Ornithopter 

_236. Osai Vultures 

_237. Paralyze 

. 238. Pearled l nicorn 

239. Personal Incarnation 

__24(). Pestilence 

241. Phantasmal Forces 

_2 i2. Phantasmal Terrain 

_243. Phantom Monster 

_2 44. Piety 

_245. Pikemen 

246. Pirate Ship 

_247. Pit Scorpion 

_248. Plague Rats 

_249. Plains (ver. 1) 

_25(). Plains (ver. 2) 

_251. Plains (ver. 3) 

252. Power leak 

_253. Power Sink 

254. Power Surge 

_255. Pradesh Gypsies 

_256. Primal Clay 

257. Prodigal Sorcerer 

_258. Psionic Entity 

259. Psychic Venom 

_260. Puielace 

_261. Pyrotechnics 

262. Radjan Spirit 

_263. Rag Man 

_264. Raise Dead 


COLOR 

TYPE 

Red 

Enchantment 

Black 

Instant 

Green 

Summon V iper 

Artifact 

Artifact 

Blue 

Summon Menfolk 

White 

Summon Pegasus 

Artifact 

Artifact 

Blue 

Sorcery' 

Black 

S< ireery 

Land 

land 

Artifact 

Artifact Creature 

Red 

Summon Goblins 

White 

Instant 

land 

land 

land 

land 

land 

Land 

Black 

Summon Murk Dwellers 

Green 

Summon Asp 

Black 

Summon Shadow 

Artifact 

Artifact 

Black 

Summon Nightmare 

White 

Summon Paladin 

land 

land 

Artifact 

Artifact Creature 

Artifact 

Artifact Creature 

Red 

Summon Ores 

Red 

Enchantment 

Artifact 

Art i tact < Teat ure 

White 

Summon Vultures 

Black 

Enchant Creature 

White 

Summon Unicom 

White 

Summon Avatar 

Black 

Enchantment 

Blue 

Summon Phantasm 

Blue 

Enchant Land 

Blue 

Summon Phantasm 

White 

Instant 

White 

Summon Pikemen 

Blue 

Summon Ship 

Black 

Summon Scorpion 

Black 

Summon Rats 

land 

land 

land 

land 

land 

land 

Blue 

Enchant Enchantment 

Blue 

Interrupt 

Red 

Enchantment 

Green 

Summon (iy psies 

Artifact 

Artifact Creature 

Blue 

Summon W i/ard 

Blue 

Summon Entity 

Blue 

Enchant land 

White 

Interrupt 

Red 

Sorcery 

Green 

Summon Spirit 

Black 

Summon Rag Man 

Black 

Sorcery 


ARTIST 

RARITY 

Christopher Rush 

Rare 1 

Douglas Shuler 

Common 1 

Ron Spencer 

Common 1 

Quinton Hoover 

Rare 1 

Jeff A. Menges 

Common 1 

Melissa Benson 

Common I 

Kaja Foglio 

Ran* 1 

Mark Tedin 

Uncommon 1 

Julie Batch 

Ran* 1 

Kaja & Phil Foglio 

Uncommon 1 

Amy Weber 

Ran* 1 

Jeff A. Menges 

Common 1 

Mark Poole 

Common 1 

Douglas Shuler 

Land 8 

Douglas Shuler 

Land 8 

Douglas Shuler 

Land 8 

Drew Tucker 

Common I 

Christopher Rush 

Common 1 

Christopher Rush 

Ran* 1 

Mark Tedin 

Rare 1 

Melissa Benson 

Rare I 

Douglas Shuler 

Ran* 1 

Brian Snoddy 

l Uncommon 1 

Jesper Myrfors 

Uncommon 1 

Anson Maddocks 

Ran 1 

Anson Maddocks 

l Jncocnmon 1 

Dan Frazier 

Uncommon 1 

Amy Weber 

Uncommon 1 

Dan Frazier 

Uncommon 1 

Anson Maddocks 

Common 1 

Cornelius Brudi 

Common I 

Kcv Brockschmidt 

Ran 1 

Jesper Myrfors 

Common 1 

Mark Poole 

Uncommon 1 

Dameon W illich 

Common 1 

Jesper Myrfors 

Uncommon 1 

Mark Poole 

Common 1 

Dennis Detwiller 

Common 1 

Tom Wanerstrand 

Ran 1 

Scott Kirschner 

Common l 

Anson Maddocks 

Common 1 

Jesper Myrfors 

Land 8 

Jesper Myrfors 

Land 8 

Jesper Myrfors 

Land 9 

Drew Fucker 

Common 1 

Richard Thomas 

Common 1 

Douglas Shuler 

Ran 1 

Quinton Hoover 

Common 1 

Kaja Foglio 

Ran 1 

Douglas Shuler 

Common 1 

Justin Hampton 

Ran 1 

Brian Snoddy 

Common 1 

Samira Evcringham 

Ran 1 

Anson Maddocks 

Uncommon 1 

Christopher Rush 

Uncommon 1 

Daniel Gelon 

Ran 1 

Jeff A. Menges 

Common 1 



Illustration by Tom WaneistranJ 































Please take a few moments to fill out this survey about The Duelist'". 

All completed surveys received on or before July 31. 1995 will be entered into a random drawing. 

200 winners will receive a Magic: The Gathering—Ice Age starter deck. One entry per person. Void where prohibited. 


of Ihe Duelist ? 


I*ng. tat 


Letters (p. 6) Q 

A Guide to Fourth 

I Milton* (p. 7) □ 

I Mishras Factory (p 12) Q 
I A Look at Magic: The 
Gathering—Ice Age (p. 16) J 
I FeaaofKjddip.17) □ 

I Murk Dwellers (p. 21) Q 

I At Issue (p. 23) □ 

Tuning a Sealed Deck (p. 28) □ 
House Me. Mr Suitcase? (p. 30) □ 
Attack! Auadc?(p. 33) □ 

I The Importance of 
Tuning (p. 38) □ 

I It’s Not Just lock (p 46) J 
Magic The Accessories (p. 49) Li 


Magical Hacker (p. 52) 

Magic on the Internet (p. 54) 
House Rub (p.60) 

VotC Picks (p. 62) 

DC News (p. 64) 

Phil and Done (p. 66) 

I Magic Comics in the 
Making (p. 68) 

| V:TLS" A Change For 
the Better (p. 7 0) 

I AChatVithLiz(p .~ r ) 

Artist .Announcements (p. 84) 
lost in the Shuffle (p. 86) 
WotC News (p. 89) 

Designers Notes Ip. 96) 
Blood*ars" (p. 102) 
Itynem" (p. 105) 


□ 

□ 

□ 

□ 

□ 

□ 


□ 
□ 
□ 
□ 
□ 
□ 
□ 
□ 

I Magic: The Puzzling tp. 108) □ 
Magic Tricks (p. 112) □ 

| Deckmaster" Rulings 
and Errata (p. 122) □ 

| M: TCr—FounbEdition" 

Card List (p. 124) □ 

I ^"hat I liked most:_ 


des in this 

issue 


I'ntnri 

hwn 

*a£s 


. —ii.i 

Wttataj 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

a 

□ 

□ 

□ 

□ 

□ 

□ 

a 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

a 

□ 

□ 

□ 

□ 

LJ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

a 

a 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

j 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

a 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

pi 

a 

PI 

J 

□ 

J 

□ 

J 

a 


Vhat I disliked most:_ 


2. How would you rate this issue? 

tang fog OK taM 

I (iraphics quality’ □ □ □ □ 

I Collecting issues coverage Q Q U □ 

Gaming issues con-rage □ □ □ □ 

Tournament coverage □ !□ □ Q 

I Product reviews Q □ □ □ 

I Overall rating □ □ □ □ 

3. What arc you most interested in seeing in 
The Duelist fata* A Pr*ty t ntaght 

*mt ttapytai twit a! 

| Card lists □ □ □ □ 


□ 

□ 

□ 

□ 

J 


FAQs rules 
Strategy game play 
Game variants 
International coverage 
Trading and collecting 
Previews features on 
Magic releases □ 

Previews features on 
other Deckmastcr releases □ 
Interviews with artists 
and designers Q 

New^s review* of 
non-Deckmaster 
Duelists' Convocation new’s 
News about non-Deckmaster 
VotC games (e g Ars Magical □ 

Other_ n 


□ 

□ 


□ 

□ 

□ 

13.1 am: 


□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ male 

□ female 

□ 

□ 

□ under 13 

□ 15-17 

a 

□ 

□ 

□ 18-24 

□ 25-54 

□ 

□ 

□ 

□ 35-54 

□ 65 or older 

□ 55-64 

□ 

□ 

□ 

14. My annual income is: 




□ umkfj 15,000 

J $15.001-$25,000 

□ 

□ 

□ 

□ $25,001 ■ $35,000 

□ $35.001-$50,000 

□ 

□ 

r“| 

i—i 

□ $50,001 -$’5,000 

□ over $’5,000 

—1 

□ 

□ 

□ 

15. 1 first heard about WotC products 


through: 


□ 

a 

□ 

□ friends relatives 

□ conventions 

□ 

□ 

□ 

□ magazines 

□ retail outlets 

□ computer networks 

□ other 


4. What would you like to see in future 
issues of The Duelist? 


5. What improvements do you suggest? 


6. How informative is The Duelist compared 
to other sources of information about 
trading card game products? 

□ More □ Equally □ Less 

7. How appropriate to your skill level arc 
The Duelist V strategy' and game play articles? 

□ Too basic Q About right □ Too advanced 

8. Other sources I use for information about 
Deckmastcrtrading card game products are: 


16. How many months have you been play¬ 
ing Magic 1 *?_How many hours a week 

do you play Magic™?_ 

18. Have you played in WotC-sponsored 
Magic™ tournaments? □ Yes [J No 

19. Do you collect Dcckmaster™ cards? 

□ Yes □No 

20. About how many purchases did you 

make from retail outlets in obtaining your 
Magic™ cards?_ 

21. How many Magic™ cards (Alpha, Beta, 

Unlimited, Revised, or Fourth Edition) have 
you purchased?_ 

22. How many expansion cards have you 
purchased? 

Arabian Sights" _ The Dark m _ 

Antiquities" _ Fallen 

legends" __ Empires" _ 


9. Other magazines 1 read include: 


23. How many Jyhad™ cards have you 

purchased?_ How many V:TES™ 

cards have you purchased?_ 


24. My favorite WotC product is: 


10. Where did you get this issue of 
The Duelist? 

□ As a Convocation member □ As a subscriber 

□ At a convention □ On the newsstand 

□ At a retail store □ Other_ 

Name of store_ 

11. How many people, including yourself, 
read or looked through this copy of 

The Duelist?_ _How much time in total did 

you spend reading this issue of The Duelist? 


25. My least favorite WotC product is: 


26. I piny other trading card games 

including: _ 

27. I collect other trading card games 

including: _ _ 

28. Do you have Internet access? □ Yes □ No 

Please list the on-line groups )vu participate in. if arty : 


□ 2 hours or more 

□ 1 to 2 hours 


□ 12 to 1 hour 

□ Less than 12 an hour 


12. 1 am a (check as many as apply): 

□ Card collector □ Wargamer 

□ Card tabletop game player □ Avid Reader 

□ Retailer □ Computer video 

□ RoJepiaver game player 

□ Other 


29. Would you be willing to participate in 
DuelistfW otC market research? □ Yes □ No 

Name: 

Addreai _______ 

Phones_ 


Date: 


Thanks again far your help. 
All responses are confidential. 
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CARD NAME 

COLOR 

TYPE 

ARTIST 

RARITY 

265. 

Rebirth 

CiR*cn 

Sorcery 

Mark Tedin 

RaR* 1 

J66. 

Red Elemental Blast 

Red 

Interrupt 

Richard Thomas 

Common 1 

_267. 

Red Mana Batten- 

Artifact 

Artifact 

Mark Tedin 

RaR* 1 

_268. 

Red Ward 

White 

Enchant CR-aturc 

Dan Frazier 

Uncommon 1 

269. 

Regeneration 

Green 

Enchant Creature 

Quinton Hoover 

Common 1 

270. 

Relic Bind 

Blue 

Enchant Artifact 

Christopher Rush 

Rare 1 

271. 

Reverse Damage 

White 

Instant 

Dameon Willich 

Rare 1 

272. 

Righteousness 

White 

Instant 

Douglas Shuler 

Rur* 1 

i 

' ~ 

y- 

Roil of Ruin 

Artifact 

Artifact 

Christopher Rush 

Uncommon 1 

274. 

Royal Assassin 

Black 

Summon Assassin 

Tom Wanerstrand 

RaR* 1 

275. 

Samite Healer 

White 

Summon Cleric 

Tom Wanerstrund 

Common 1 

2*Y>. 

Sandstorm 

Green 

Instant 

Brian Snoddy 

Common 1 

TT. 

Savannah Lions 

White 

Summon Lions 

Daniel Gelon 

RaR* 1 

_2 7 8. 

Scathe Zombies 

Black 

Summon Zombies 

Jesper Myrfors 

Common 1 

279, 

Scavenging Ghoul 

Black 

Summon Ghoul 

Jeff A Menges 

l incommon 1 

280. 

Scryb Sprites 

GR*en 

Summon Faeries 

Amy Weber 

Common 1 

281. 

Sea Serpent 

Blue 

Summon Serpent 

Jeff A. Menges 

Common 1 

_282. 

Seeker 

White 

Enchant CR*atuR* 

Mark Poole 

Common 1 

__283. 

Segovian Leviathan 

Blue 

Summon Leviathan 

Melissa Benson 

l ncommon 1 

-284. 

Sengir Vampire 

Black 

Summon Vampire 

Anson Maddocks 

Uncommon 1 

285. 

Serra Angel 

White 

Summon Angel 

Douglas Shuler 

1 ncommon 1 

_286. 

Shanodin Dryads 

Green 

Summon Nymphs 

Anson Maddocks 

Common l 

_28”. 

Sliapesliifter 

Artifact 

Artifact Greature 

Dan Frazier 

Uncommon 1 

.288. 

Shatter 

Red 

Instant 

Amy Weber 

Common 1 

_289. 

Shivan Dragon 

Red 

Summon Dragon 

Melissa Benson 

Rare 1 

„290. 

Simulacrum 

Black 

Instant 

Mark Poole 

Uncommon 1 

_291. 

Sindbad 

Blue 

Summon Sindbad 

Julie Baroh 

Uncommon 1 

_292. 

Sirens Call 

Blue 

Instant 

Anson Maddocks 

Uncommon 1 

.293. 

Sisters of the Flame 

Red 

Summon Sisters 

Jesper Myrfors 

Common 1 

_29i. 

Sleight of Mind 

Blue 

Interrupt 

Mark Penile 

Rare 1 

„295. 

Smoke 

Red 

Enchantment 

Jesper Myrfors 

Rare 1 

_296. 

Sorceress Queen 

Black 

Summon Sorceress 

Kaja Foglio 

Rur* 1 

_297. 

Soul Net 

Artifact 

Artifact 

Dameon Willich 

1 ncommon I 

298. 

Spell Blast 

Blue 

Interrupt 

Brian Snoddy 

Common 1 

_299. 

Spirit Link 

White 

Enchant Creature 

Kaja Foglio 

Uncommon 1 

_300. 

Spirit Shackle 

Black 

Enchant Creature 

Edward Beard, Jr. 

l ncommon 1 

301. 

Stasis 

Blue 

Enchantment 

Fay Jones 

Rur* 1 

302. 

Steal Artifact 

Blue 

Enchant Artifact 

Amy Weber 

Uncommon 1 

303. 

Stone Giant 

Red 

Summon Giant 

Dameon Willich 

Uncommon 1 

304. 

Stone Rain 

Red 

Sorcery 

Daniel Gelon 

Common 1 


K f 
f a 


I 



es 

fill 

ilcr 

las 

r 


ingham 

>mas 


Uncommon 1 
Rur* 1 
Common 1 
Land 8 
Lind 8 
Land 8 
Uncommon 1 
Rur* 1 

Uncommon 1 
Uncommon 1 
RaR* 1 
Common 1 
Rare 1 
Common 1 

RaR* 1 

Uncommon 1 


tration hy Sandra Everingham 






































Wizards of the Coast 
P.O. Box 707 
Renton, WA 98057 


NO POSTAGE 
NECESSARY 
IF MAILED 
IN THE 

UNITED STATES 


BUSINESS REPLY MAIL 


FIRST-CLASS MAIL PERMIT NO. 603 RENTON. WA 
POSTAGE WILL BE PAID BY ADDRESSEE 



Attn.: JYHAD Survey 
Wizards of the Coast 
P.O. Box 707 
Renton, WA 98057-9916 



I III II III ill ll III III ll III III || ill lllll ill ill II ill III 


































CARD NAME 

COLOR 

TYPE 

ARTIST 

RARITY 


.265. 

Rebirth 

Green 

Sorcery 

Mark Tedin 

Rare 1 


_266. 

Red Elemental Blast 

Red 

Interrupt 

Richard Thomas 

Common 1 


_267. 

Red Mana Battery 

Artifact 

Artifact 

Mark Tedin 

Rare l 


268. 

Red Ward 

White 

Enchant Creature 

Dan Frazier 

Uncommon 1 


269. 

Regeneration 

C irecn 

Enchant Creature 

Quinton Hoover 

Common 1 


370. 

Relic Bind 

Blue 

Enchant Artifact 

Christopher Rush 

Rare 1 


.271. 

Reverse Damage 

White 

Instant 

Dameon W illicit 

Rare 1 


272. 

Righteousness 

White 

Instant 

Douglas Shuler 

Rare 1 


.273. 

Rod of Ruin 

Artifact 

Artifact 

Christopher Rush 

Uncommon 1 


.274. 

Royal Assassin 

Black 

Summon Assassin 

Tom Wanerstrand 

Rare 1 


.275. 

Samite Healer 

White 

Summon Cleric 

Tom Wanerstrand 

Common 1 


_276. 

Sandstorm 

Green 

Instant 

Brian Snoddy 

Common 1 


.277. 

Savannah lions 

White 

Summon Lions 

Daniel Gelon 

Rare 1 


.278. 

Scathe Zombies 

Black 

Summon Zombies 

Jcspcr Myrfors 

(Common 1 


.279. 

Scavenging Ghoul 

Black 

Summon Ghoul 

Jeff A. Menges 

Uncommon 1 


_280. 

Scryb Sprites 

Green 

Summon Faeries 

Ann Weber 

Common 1 


_281. 

Sea Serpent 

Blue 

Summon Serpent 

Jeff A. Menges 

Common 1 


.282. 

Seeker 

WTiite 

Enchant Creature 

Mark Poole 

Common 1 


_283. 

Segc>vian Leviat ban 

Blue 

Summon Leviathan 

Melissa Benson 

Uncommon 1 


.284. 

Sengir Vampire 

Black 

Summon Vampire 

Anson Maddocks 

Uncommon 1 


.285. 

Serra Angel 

White 

Summon Angel 

Douglas Shuler 

Uncommon 1 

1 

.286. 

Shanodin Dryads 

Green 

Summon Nymphs 

Anson Maddocks 

Common 1 


_28“\ 

Shapesliifter 

Artifact 

Artifact Creature 

Dan Frazier 

Uncommon 1 


288. 

Shatter 

Red 

Instant 

Amy W eber 

Common 1 

1 

_289. 

Shiv an Dragon 

Red 

Summon Dragon 

Melissa Benson 

Rare 1 


_290. 

Simulacrum 

Black 

Instant 

Mark Poole 

Uncommon 1 


-291 

Sindbad 

Blue 

Summon Sindbad 

Julie Baroli 

Uncommon 1 


_292. 

Siren's Call 

Blue 

Instant 

Anson Maddocks 

Uncommon 1 


_293. 

Sisters of the Flame 

Red 

Summon Sisters 

Jesper Myrfors 

Common 1 


.294. 

Sleight of Mind 

Blue 

Interrupt 

Mark Pcxile 

Rare 1 


_295 

Smoke 

Red 

Enchantment 

Jesper Myrfors 

Rare 1 


.296. 

Sorceress Queen 

Black 

Summon Sorceress 

Raja Foglio 

Rare 1 


_297. 

Soul Net 

Artifact 

Artifact 

Dameon Willich 

Uncommon l 


.298. 

Spell Blast 

Blue 

Interrupt 

Brian Snoddy 

Common 1 


„299. 

Spirit Link 

White 

Enchant Creature 

Raja Foglio 

Uncommon 1 


300. 

Spirit Shackle 

Black 

Enchant Creature 

Edward Beard. Jr. 

Uncommon 1 


301. 

Stasis 

Blue 

Enchantment 

Fay Jones 

Rare 1 


302. 

Steal Artifact 

Blue 

Enchant Artifact 

Amy Weber 

Uncommon 1 


303. 

Stone Giant 

Red 

Summon Giant 

Dameon Willich 

Uncommon 1 


.304. 

Stone Rain 

Red 

Sorcery 

Daniel Gelon 

Common 1 


305. 

Stream of Life 

Green 

Sorcery 

Mark Poole 

Common 1 


.306. 

Strip Mine 

Land 

bind 

Daniel Gelon 

Uncommon 1 


307. 

Sunglasses of t r/.a 

Artifact 

Artifact 

Dan Frazier 

Rare 1 


308. 

Sunken (itv 

Blue 

Enchantment 

Jesper Myrfors 

Common 1 


-309. 

Swamp (ver. 1) 

Land 

Land 

Dan Frazier 

bind 8 


310. 

311. 

Swamp (ver. 2) 

bind 

land 

Dan Frazier 

I.and 8 


Swamp (ver. 3) 

Land 

Land 

Dan Frazier 

Land 8 


312. 

Swords to Plowshares 

White 

Instant 

Jeff A. Menges 

Uncommon 1 


313. 

Sylvan Library 

(irecn 

Enchantment 

Harold McNeill 

Rare 1 


314. 

Tawnoss Wand 

Artifact 

Artifact 

Douglas Shuler 

Uncommon 1 


-315. 

Tavvnos's Weaponry 

Artifact 

Artifact 

Dan Frazier 

Uncommon 1 


316. 

Tempest Efreet 

Red 

Summon Efreet 

Ne Ne Thomas 

Rare 1 


jr. 

Terror 

Black 

Instant 

Ron Spencer 

Common 1 


318. 

Tetravus 

Artifact 

Artifact Creature 

Mark Tedin 

Rare 1 


319. 

The Brute 

Red 

Enchant Creature 

Mark Poole 

Common 1 

320. 

The Hive 

Artifact 

Artifact 

Sandra Everingham 

Rare 1 


321. 

Hie Rack 

Artifact 

Artifact 

Richard Thomas 

Uncommon l 








































CARD NAME 

COLOR 

322 . 

Thicket Basilisk 

Green 

323. 

Thoughtlacc 

Blue- 

324. 

Throne of Bone 

Arti fact 

325. 

limber Wolves 

Ciceen 

326. 

l ime Elemental 

Blue 

327. 

Titania’s Song 

Green 

328. 

Tranquility 

Green 

329. 

Triskelioo 

Artifact 

330. 

Tsunami 

Green 

331. 

Tundra Wolves 

Whitt- 

332. 

Tunnel 

Red 

333. 

Twiddle 

Blue 

-.3.34. 

l ‘nek- Istvan 

Black 

335. 

Unholy Stangth 

Black 

336. 

Unstable Mutation 

Blue 

337. 

Unsummon 

Blue 

338. 

Untamed Wilds 

Green 

339. 

Ur/a's Avenger 

Artifact 

340. 

Utliden Troll 

Red 

341. 

Vampia* Bats 

Black 

342. 

Ven< >m 

Cireen 

3*1.3. 

Verduran Enchantress 

Green 

344. 

Visions 

White 

333. 

Volcanic Eruption 

Blue 

346. 

NX all of Air 

Blue 

-.347. 

Will of Bone 

Black 

348. 

W all of Brambles 

Cireen 

349. 

W all of Dust 

Red 

350. 

W all of Ha- 

Red 

331. 

Wall of Ice 

Cireen 

332. 

Wall of Spears 

Artifact 

353 . 

W all of Stone 

Red 

334 . 

Wall of Swords 

White 

335 . 

W all of W ater 

Blue 

356. 

Wall of Wood 

Cireen 

357. 

Wanderlust 

Green 

338. 

War Mammoth , 

Green 

359. 

W arp Artifact 

Black 

360. 

W ater Elemental 

Blue 

361. 

Weakness 

Black 

362. 

Web 

Cireen 

.363. 

W hirling Dervish 

Green 

304. 

W hitt* Knight 

Wliite 

r 365. 

White Mana Battery 

Artifact 

3ty 

White Ward 

WTiite 

3&7. 

Wild Growth 

Green 

308 

WiU-O’-TheWisp 

Black 

369. 

Winds of Change 

Rod 

370. f 

W inter Blast 

green 

31} \ 

W inter Orb 

Artifact 


W'ooden Sphere 

Artifact 

373^ 

Word of Binding 

Black 

374i a 

W rath of God 

WTiite 


Xfcnic Poltergeist 

Black 


YAtiaiV Soldier 

Artifact 

AT?: 

X0phy*r Falcon 

Blue 

k-7 8 - 

zombie Master 

Black 


p 

V 1 



TYPE 

ARTIST 

Summon Basilisk 

Dan Frazier 

Interrupt 

Mark Poole 

Artifact 

Anson Maddocks 

Summon Wolves 

Melissa Benson 

Summon Elemental 

Amy* Weber 

Enchantment 

Kerstin Kanian 

Sorcery 

Douglas Shuler 

Artifact Creature 

l>ouglas Shuler 

Sorcery 

Richard Thomas 

Summon Wolves 

Quinton Hoover 

Instant 

Dan Frazier 

Instant 

Rob Alexander 

Summon Unde Istvan 

Daniel Gelon 

Enchant Creature 

Douglas Shuler 

Enchant Creature 

Douglas Shuler 

Instant 

IXmglas Shuler 

Sorcery 

Ne Ne Thomas 

Artifact Creature 

Amy Weber 

Summon Troll 

Douglas Shuler 

Summon Bats 

Ansori Maddocks 

Enchant Creature 

Tom Wiinerstrand 

Summon Enchantress 

Kev Bnxkschmidt 

Sorcery 

Ne Ne Thomas 

Sorcery 

Douglas Shuler 

Summon Wall 

Richard ITiomas 

Summon Wall 

Anson Maddocks 

Summon Wall 

Anson Maddocks 

Summon Wall 

Richard Hiomas 

Summon Wall 

Richard Thomas 

Summon Wall 

Richard Thomas 

Anifact Creature 

Sandra Everingham 

Summon W all 

Dan Frazier 

Summon Wall 

Mark Tedin 

Summon W all 

Richard Thomas 

Summon Wall 

Mark Tedin 

Enchant < Teat lire 

Cornelius Brikli 

Summon Mammoth 

Jeff A. Mengcs 

Enchant Artifact 

Amy Weber 

Summon Elemental 

Jeff A. Menges 

Enchant Creature 

I>ouglas Shuler 

Enchant Creature 

Rob Alexander 

Summon Dervish 

Susan Van Camp 

Summon knight 

Daniel Gelon 

Artifact 

Anthony* Waters 

Enchant (Teat ure 

Dan Frazier 

Enchant I^ind 

Mark Poole 

Summon W ill O- ITie-W isp 

Jesper My rfors 

Sorcery 

Justin Hampton 

Sorcery 

Kaja Foglio 

Artifact 

Mark Tedin 

Artifact 

.Mark Tedin 

Sorcery 

Ron Spencer 

Sorcery 

Quinton Hoover 

Summon Poltergeist 

Dan Frazier 

Artifact Creature 

Christopher Rush 

Summon Falcon 

Heather Hudson 

Summon Ix>rd 

Jeff A. Menges 
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RARITY £ 
l ncommon l 
Rare I 

Uncommon 1 
Rare l 
Rare 1 
Rare I 
Common I 
Raa- l 

Uncommon 1 
Common 1 
Uncommon I 
Common 1 
Uncommon 1 
Common 1 
Common 1 
Common 1 
Uncommon 1 
Rare I 

Uncommon 1 
Common 1 
Common 1 
Rare I 

Uncommon I 
Rare I 

Uncommon 1 
Uncommon 1 
Uncommon 1 
Uncommon 1 
l incommon 1 
Uncommon I 
Common I 
Uncommon 1 
Uncommon I 
Uncommon I 
Common 1 
Uncommon I 
Common l 
Raa* I 

Uncommon I 
Common 1 
Raa* 1 

Uncommon I 
Uncommon 1 
Raa* 1 i 
Uncommon 1 
Common 1 
Raa 1 
Rare i 

Uncommon 1 
Raa 1 

Uncommon l 
Common 1 
Raa I 
Raa 1 
Common 1 
Common 1 
Raa 1 


Illustration by Anson Madi^k' 
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curb” Alonso. And special thanks to Geordi, Wesley (who wants to he 
Waif), C ,'aptam Pike, (the Bugalcx> one, what's her name?), Counselor 
Troy, Will Rtker, and of course', Belana Torres and Captain Jane way, for 
going where no one has gone before...don’t take me there! Lastly, thank 
you tii all the- people who have given us their comments, criticisms, and 
kind words; we’re listening, and we’re very’ grateful. 


Apologies: 

To everyone who got the last issue of 
The Duelist late and with missing cards! 


This issue of The Duelist was brought 
to you hv Nancy Griffith, The Tick 
(Spoon!), the monkey monkey monkey 
song, RohoRally, the laugh of the 
damned, and the graduating class of 
Cornish School of the Arts. 
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icivery ^goodl wizard needs a daemon* Make yours the 

Inventory of Cards ^ - 

——I DAEMON 


a Pi?nn/ jct r>p karo'^ rw ip^t SOFTWARP 



Ask us about 
Daemon Decks 


Peel; builder 
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Bard’s Quest Software, Inc 
620 Vista, Suite C 

Boise, ID 83705 . -. .. ' ~ -■—^.umorms to current convocation ruies aim** 

Voice 208.336.9404 ext 715 ments, reminding you of the rules if you forget. 

Fax 208.336.9315 System requirements: An IBM PC/XT/AT/PS/2 or 100% compatible, DOS 3.0 orabo 

BBS 208.345.6121 100% compatible environment), 512k of RAM and a 3.5” floppy drive. A hard drive (l 

MB), VGA monitor, MS compatible mouse and printer are recommended. 

Available at your local hobby shop, computer software store, or by contacting us dir© 

Just $29.95 + $5.00 S&H •Mastercard/Visa 
Expansion set updates available»Daemon Decks available-Dealer inquiries welcome 

Arabian Nights, Antiquities, Legends, The Dark, Fallen Empires, Ice Age, Duelists’ Convocation, Magic: The Gathering and Deck master are trademarks of Wizards of the Gatfi* 


Deck Daemon is a software utility that offers something for both collectors and plays 
Magic: The Gathering™. 

Collectors can inventory each and every card in their collections, quickly and effort e 
tracking series, description, artist, condition, prices, dealers, and more. Nearly 1100 cards 
already loaded into the Daemon: iust fill in \/nnr 


~ ' *---» dealers, ana more, neany 

already loaded into the Daemon; just fill in your personal data. 

Payers may arrange cards by series, color, card type, rarity and tournament status. I 
DeckBuilder, an unlimited number of decks and sideboards can be constructed - even 

cards that you do not yet own. DeckBuilder conforms to current Convocation rules andren 
ments. remindinn von nf tho mLe if c _* 
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A timeless collection of 
Magic: The Gathering™ cards 
summoned from previously 

released limited expansion sets. 

■ 

Available summer 1995. 


12-Cj\RD BOOSTER PACK $£.00 • UNLIMITED EDITION 
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ChroMkks and Magic: Tha Gafetring are trademarks of Wizards of the Coast, lac. Wizards of ffc Coast is a registered trademark. 
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Heartbreaker Hobbies 

P.0. Box 105, Folsom, PA 19033 USA 


INQUISITION ", the first expansion for 
Doomlrooper **, is designed to take the 
game into some new directions. It will center 
around the most powerful forces in the 
universe, the Brotherhood and the Dark 
legion. Most of the cards will have a link to 
these organisations, but are designed to 
please those who have specialized in any 
one of the corporations. 


Inquisition will also introduce a new card 
category—RELICS—ancient objects and 
artifacts that hold tremenduos powers. 
There will also be new personalities from 
all of the corporations (including the 
Supreme Cardinal of the Brotherhood and 
all five Dark Apostles), new vehicles, new 
equipment and more! 


Besides new game play features, there's also 
other enhancements. LIMITED EDITION, GOLD 
FOIL packaging, over 100 new cards and 
randomly inserted cards signed by some of 
the top Doomtrooper artists will be included 
throughout the world wide print run. 


Inquisition booster packs will contain 8 
cards each and there will be 60 boosters 
packs per display. 
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Inquisition and Doomtrooper Available f 


The Compleat Strategist 
11 E. 33rd ST. 

New York, NY 10016 
(212) 685-3880 


Rockefeller Center 
630 Fifth Ave. 
Concourse Level 
(212) 265-7449 


New York West 
320 W. 57th St 
New York, NY 10111 
(212)582-1272 


King of Prussia, PA 
580 Shoemaker Rd. 
King of Prussia, PA 
19406 

(610)265-8562 


Falls Church, VA 
103 E. Broad St. 
Falls Church, VA 
22046 

(703) 532-2477 


Boston, MA 
201 Massachusets Ave. 
Boston, MA 02115 
(617)267-2451 


Compleat 


Strategist 


Toll 


Free 


M 


Order 


Hotline 


800 


225 


4344 
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Free Creature Tofeens included in this issue! 

GOMEZ • KAYANAN • RAMOS | 

Painted Cover by Charles vess | 

COMING MAY ’95 















































In 1993, Wizards of the Coast revolutionized card games with ' ! 

This summer, WotC’s Alter Ego Design Group will redefine roleplaying with 




Turn Dangerous 


Protective 


Set in the limitless 
worlds of fantastic 
imagination, (jVGftU/AY 
relies on imagery and 
symbols to create 
dramatic stories of 
fate and fortune. 


The worlds of 
move under the 
guidance of primal, 
metaphysical forces. 
Humans understand 
these forces through 
the Fortune Deck, 
a set of thirty-six 
unique, symbolic 
cards. These cards 
guide the life of 
your character- 
and the play of 
the game. 


Everway, Alter Ego, and Magic: The Gathering or* -odemarks of Wizards of the Coast. 

Inc. W /AfiOS Of THE Coast is a reg> stored trodemark of Wizards of the Coast. Irvc. Aii rights reserved. 
Artwork courtesy of Jeff Mirocota and Scott KVschner C 1 995. 


COMING RELEASES 
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Magic: The Qathermg —Ice Age™ 



This summer Wizards of the Coast unveils a new part of the Magic™ 



multiverse: Ice Age, the first Magic “stand-alone expansion.” This set of over 
three hundred cards can be played as its own game, or incorporated into your 



existing Magic: The Gathering™ decks. Centuries after the war between Urza 
and Mishra, Dominaria has become a frozen desert. One society has risen out 

i *all 


of the cold chaos, defending itself against both the brutal forces of nature 



and the attacks of nomadic tribes that have emerged in the surrounding 


wastelands.You may have the skills to survive, but do you have the 

IT At m A il_J 


spirit to withstand the icy wilderness of Dominaria’s Ice Age? 


SCHEDULED FOR^RJLEASE tn fUflE 
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\ftMPIRE 

▼ THE ETERNAL STRUGGLE 


Tapestries, Wizards of the Coast's first Magic-related fiction anthology, features seventeen stories set in the worlds of Dominia. In its pages 
you'll discover the secrets of the Shanodin forest, witness the wrath of Serra angels and the dark evil of the Rag Man, and uncover 
the history of the goblin rock sledders and the glorious ineptitude of the goblin balloon brigade. 

Edited by Kathy Ice and including an introduction by Richard Garfield, the anthology features stories 
by David Drake, Morgan Llywelyn, Michael A. Stackpole, and fourteen other authors. 


Vampire: The Eternal Struggle is the unlimited version of Jyhad™, Wizards of the Coast’s exciting Deckmaster™ game of Gothic 
intrigue based on White Wolfs storytelling game, Vampire: The Masquerade™. In Vampire: The Eternal Struggle, you take on the role 
of an ancient vampire, known as a Methuselah, and thrust your vampiric pawns into the unrelenting hands of Machiavellian politics and 
nefarious acts of conspiracy. With clarified, easy-to-read rules, new, fast-paced variant rules, and beautiful new borders for each of the 
minion card types, Vampire: The Eternal Struggle takes you to the next level of trading card game strategy. 

SCHEDULED FOR^ RJ: LEASE In JULY 


Magic: The (fathering — Chronicles™ 

Echoing through the realms of Dominia are tales of exotic creatures, intriguing places, and great 
wizardry. Chronicles™ explores the diversity of a rich magical heritage with a second look at some 
of the spells from Magic: The Gathering limited expansions. Experience the stories that 
have made Dominia live—experience Chronicles . 

SCHEDULED FOK. RJ: LEASE In ( U LY 
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H Due to popular demand, Wizards of the Coast is proud to re-release the fast-paced, 

futuristic race game RoboRally™. Designed for two to eight players, RoboRally is a wild, 
unpredictable race across an ever-changing obstacle course. Players struggle to 
maneuver their individual robots, and simultaneous movement rules encourage clever 
strategies as players try to second-guess their opponents. Try this endlessly 
entertaining game from the designer of Magic—and may 
all the conveyor belts be running your way! 

SCHEDULED FOIL RJ: LEASE In JULY 



























































